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r he game 1 purchased that was 
completely different than 1 
expected was Rambo for the 
NES 1 saw him firing a machine gun 
on the package and it looked really 
cool. So 1 bought it. When I got home 
I started to play the game. It was bor¬ 
ing. All you could do was walk around 
and fight with a knife. The only ene¬ 
mies 1 met were spiders, gorillas, 
bugs, etc. Also, you moved around by 
standing on blocks labelled “N** or ”S” 
for north or south. It was a real disap¬ 
pointment. 

Scott Nichols 
Hudson, ME 

bout seven months ago I pur¬ 
chased Final Fantasy Mystic 
Quest. I was thinking it 
would be somewhat like Final Fantasy 
11. As it turned out. 1 was wrong. It 
was too easy and the fun of freely 
exploring the world was gone. Don’t 
get me wrong, the graphics are won¬ 
derful and it is good for beginners. 
After 1 hought it, it turned out to be a 
disappointment 

Beau Eckermann 
Montgomery, Al¬ 


lien 1 saw that my mom had 
bought The Magical Quest 
for Super NES I thought it 
would be really dumb and boring 
because it had Mickey Mouse in it. 
But when 1 sat down and played it. it 
wasn’t so dumb and boring'—it was 
actually cool and also had awesome 
graphics. Whenever I had doubts, I 
just got out Volume 44 of Nintendo 
Power and found some awesome info 
on how to play better. Finally, a cou¬ 
ple of weeks later, I beat it thanks to 
Nintendo Power. Now Nintendo 
Power is even helping my mom to play 
better. Mom said Nintendo Power 
helped her to make a choice on what 
game to buy and probably always will 
from now on. 

Upper Sandusky, OH 

/ purchased Capcom’s Willow I 
thought it was like the arcade 
game, I was disappointed because 
it was a Zelda wanna be. After master¬ 
ing it without help, il turned out to be a 
good game after all! 

Alex Hernandez 
Yuma, AZ 




MORTAL 

■COMBATANTS 



GIVEUSgLL 


cAm..Mown 


K*vm Anderson, Zeeh 'Raydan* Getsslar, 
«d Kyle 'Scorpion" Anderson stnko n poso before 
mereudmg through the streets of Newburypart, 
Masstchusetts. in search of Sugir-canted swog on 
• certain tvomng at the end of October 



any months ago, you did a 
review of a game called Out 
Of This World by Interplay. 
When I purchased it, I was under the 
impression that it was a Contra-like 
action game with different graphics. 1 
was very surprised to discover that it 
was the exact opposite of my original 
assumption. 1 loved it. The animation 
was splendid and it really made me 
think. In fact, I told my social studies 
teacher about it and he asked me to 
bring my Super NES in to school with 
the game Before school, I showed him 
how to complete the game and he used 
it as a problem-solving demonstration 
for all of his classes! It was a hit. Five 
people I know bought the game! It was 
a very interesting chain of evenls. 

Figi C. Hebden 111 
Sewell, NJ 


/ bought a game two months ago 
called Mech Warrior. I beat the 
game in nine hours. 1 saw the 
game in one of your issues and it 
looked cool, it gave me enough infor¬ 
mation to make me decide to buy it. 
The only problem 1 had was that it 
wasn’t very interesting or challenging, 
especially in die Attack Tank! 

Mark Wynne 
Aurora, CO 


em once boughi a game from a 
fm friend called Fester's Quest. 1 
was expecting a great game 
after reading about it in Nintendo 
Power. But even with the magazine at 
my side, it look me two and a half 
hours to make it to the first boss and 
another two to make it to the second. 
A fnend of mine bought the game and 
it took him eleven hours to reach the 
end using the magazine. I thought the 
review was misleading. But other 
games such as Star Wars, The Empire 
Strikes Back, Maniac Mansion and 
Super Mario Bros 2 arc better than the 
reviews. 

Mike Fink 
Montoursville, PA 


What do you think about 
the content of Nintendo 
Power as it applies to game 
types? Do you think we 
should review more {or few¬ 
er) action games, sports 
games, RPG’s, simulations, 
etc.? OK, you know the 
drill ♦♦♦I write to us I 
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The new Super Power 
Supplies Catalog is 
almost completed 
ind we’re packing it 
full of Nintendo- and 
Super Power Club-related good- 
lesl If you haven’t already used the 
Stamps that you received in the 
first catalog, your buying power 
should really be growing by now. 
There will be more special contests I 
to enter In the coming months Are 
you collecting your Re I log's cereal 
box tops? If you want to keep saving 
your Stamps, great, but trust me- 
| it’ll be difficult to pass up scoring a 
I great deal on the new merchandise 
' And remember, only Super Power 
1 Club members like you can get the 
goodsl 

Gail Tilden 

Edrtor-in-Chief 
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1 - 206 - 885-7529 

(TDD 1-206-883-9714) 

Call our Game Counselors for holp between 
4 am and midrighl Pacific dma, Monday 
throughSiturdayorflam end 7 pm 
Sunday Its lorg distance so before you 
cell, bff sure to gtt permission from 
whoever pays tha bill. 
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THE SUPREME COURT 


MULTI-PLAYER EXTRAVAGANZA 


BLOWN AWAY 
BY THE NBA! 


SIAMMIN' 
SAMMY DUNCAN 

up video games and now find myself 
recruited by Nintendo Power as an edi¬ 
tor. At first, I didn't think that I’d really 
be into sports video games I thought, 
“Why should I sit in front of the TV 
and play this thing when I can go out 
on the Held or court for the real deal?" 
Then they handed me Acclaim's NBA 
JAM 1 didn’t knowanythingaboutthe 
game before seeing it on the Super 
NES because I avoid arcades So many 
people would recognize me—you 
know-crowd control problems, auto¬ 
graphs, and so forth. However, this 
game really amazes even me. 


With all modesty, 
I must admit that 
my awe-i aspiring 
natural athletic 
abilities allow me 
to dominate in 
every sport 1 try. 
So for an even 
greater chal¬ 
lenge, I’m taking 


by Acclaim 

Oyster Bay, NY -If you’re looking for 
a realistic video hoop game, NBA 
JAM isn’t it You’d be better off with 
Nintendo’s NCAA Basketball How¬ 
ever, if you want to 
soar high over the 
floorboards (and 
backboards') with 
the pros—NBA JAM 
is the only game in 
town! Period. This 
game is a straight arcade translation- 
four players and all 1 Instead of hauling 
all ten players out onto the court for 
an “official" basketball game, NBA 
JAM matches up top hoop profession¬ 


als in fast-paced two-on-two shoot- 
outs. One thing you’ll instantly notice 
about the game is that all of the play¬ 
ers seem to have super-human abili¬ 
ties. Now, judging from NBA high¬ 
light films, you may be inclined to 

believe that some 
players are super¬ 
human anyway. But 
seeing Seattle’s 
Shawn Kemp ram 
home a 20-foot-high 
end-over-end quad¬ 
ruple-flip. backboard-demolishing 
monster dunk with two defenders on 
his back will do more than raise your 
eyebrows. Whoa, baby! Something is 
going on here . and it’s fun! The 


“Something is 
going on here .,. 
and it’s fun!” 


The game pmgrammtrs logged *n incrvdiMi number of hours creating thi wsl variety cf character pesw. 


PLAYER RATINGS 


Players art rated in four categories Sammy sez- 
"Rwibw ihe stats before making your choice.* 


NBA Jem © ^ 993 Midway is e trademark of Midway Manufacturing Company The NBA and NBA Teem trademarks used herein are used 
d NINTENDO PQW tR under license from NBA Properties Inc All rights reserved NBA JAM SESSION is trademarked end owned by NBA Properties Inc 
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EXTRA! 


NBA HAM 




Chaos* 10 ploy os *ne of vmj actual pro hoop stars 
when you solact your loom. Rccoqmzq anyone 7 


graphics are detailed to the point 
where the physical characteristics of 
all 54 players are easily disccmable. 
Everything from height to the amount 
of hair a player has on his head is 
player-specific. Naturally, some play¬ 
ers are better than others In turn, it’s 
only obvious that some teams are 
going to be better than others. On the 
team/player selection screen, you’ll 
see a chart showing abilities for each 
player in four important categories; 
speed, 3-point shooting, dunks, and 
defense Choose wisely. 



Sot thr overall spowJ of the flame end y«ur opponents 
prone) difficulty levels an the Option screen. 


TAP INTO 4-PLAYER 
JAMMING FUN! 


Playing NBA JAM with one or 
two players is an amazing experi¬ 
ence, but when you bump the to¬ 
tal number of basketball crazies 
playing this game up io four, peo¬ 
ple just go nuts' NBA JAM isn’t 
the first Super NES game having 
the capacity to treat more than 
two players to simultaneous play, 
but dare i say that this is the best 
four-player game available for the 
Super NES, or any other video 
game system 9 Sure, I’ll say it 

.. the best 4-player 
game available.” 

Players can join in during a game, 
too. Even though the game’s arti¬ 
ficial intelligence level is quite 
high and adjustable, there’s noth¬ 
ing quite like challenging a 
human opponent! There arc a 
couple of multi-player accessories 
available. Hudson Soft's Super 
Multi-tap 4-player adaptor is 
available with Super Bomber- 



II s four Controllers into ono with the Multi bp 
accessory Invite your frmnds over to play' 


man There’s nothing wrong with 
thal deal—it’s a very cool game 
At press time. Bullet Proof Soft¬ 
ware is planning to offer us own 
version of a multi-player adaptor 
Others may follow soon 



Player 2 can lamp in as your teammate while players 
3 and 4 will play as your NBA opponents 



In a classic match up from the 1993 NBA Finals Chicago pets on Ihe board firsi in this NBA JAM game! 
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GOING TO THE GLASS 


I previously mentioned that the play¬ 
ers in NBA JAM seemed to have su¬ 
per-human powers. Their incredible 
moves are made possible by the pres¬ 
ence of the Turbo Buttons—L and R 
on the Controller. The gauge under 
a player’s name on the screen repre¬ 
sents the amount of "Turbo power” 


.. the net will 
incinerate when you 
score a hoop!” 


he has. Several things happen when 
you press the L or R Button. First of 
all, your shoes will turn color for as 
long as you depress the Button and 
for as long as you have Turbo power 



remaining. When the Tur¬ 
bo function is in effect, 
you can run the court fas¬ 
ter and you can jump high¬ 
er This combination can 
make for some sick dunks! 

Another important point 
is that if you manage to 
score three times m a row 
without letting the oppos¬ 
ing team score, you will be 
“on fire.” The ball will glow 
wtth heat, smoke will trail 
from the leather orb when 
you put tt up and the net 
will incinerate when you score a 
hoop! Your chances of seoring arc 
greatly enhanced when you are on 
fire As an added bonus, you also 
have unlimited Turbo use when 


When a player scores two buckris in a raw you II hear thr com 
meniuioi bellow 'He's heating up'" If you menage to score agmn 
without ihc opposing team sconng this will be ths fiery result 


you’re on fire, so keep the L or R 
Button pressed until the other team 
scores and you resume your “nor¬ 
mal” playing status. 

Some players have more impres- 



Ncw York s John Sierks goes up end ever Driroit s 
Bill leimbew lor i streighl two hindeil stuff! 


LA lekei Vlede Divtc not necessarily e dunking 
powerhouss mekes o strong move to the hocp 


Charlene s Larry "Grandmamo" Johnson shows em how 
It's dona! Woit-whsre am the dress and the wigW 




LOCATION 


PLAYERS 


TEAM 

LOGO 


OFFENSE 

DEFENSE 

SAMMY'S 

CORNER 


★ ★★★ 


★ ★★ 


Lmiks Jike ii csuJd Du 
another ho hum sea 
son lor the fledgling 
Timherwjlves, espe¬ 
cially when you take 
• gander at their ho 
hum strengths Not 
the best choice of 
teams. 


Can Mr ftobmson 
kick up his Spurs Id 
make a run (pi the 
playoffs this yeai 7 
its possible San 
Antonio is destined 
lor greatness 
soon but probably 
not right now 


Hurt s y»t another 
contender* John 
Stockton cen lake 
can of business frnm 
the perimeter whi/e 
Karl The Mailman 
Malone deliv ih« 
goods ngftf on i/me 
from Ihc pamL 


WESTERN: MIDWEST 


★ ★★ 

★ ★★'/; 2 

★ ★★★ 



★★★★ 

Avoid taking n into 

Ihe paml with these 
guys-thiy struggle 
cn Ihc offensive side 
of things. The hughl 
spot for Ihe Mavs is 
Iheir defensive 
talents especially 
Harper 

The Nuygats him a 
strong inside game 
and pley tenccious 
defense but you cen 
foigel ehoul taking 
the offense outside 
the three point line 

Its non existent 
from trey vide 1 

Hakuem ThvDrudm 
Olojuwon with his 
outstanding play has 
turned Houston s 
chances of taking the 
title i reality 1 His 
inside game is tough 
Hes ths ruler of the 
peintl 


MSTESDO POWER 
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★ ★★★ V2 


★ ★★★'/ 2 


★ ★★★ 


★ ★★ 


★ ★★★ 




★★★ 


★★★ 


★★★ 


★★★ 


The Wirriofc are quick 
and an flood shooters, 
especially with Mullin 
taking tap honors in 
the three poim area, 
Howwr. they dont 
fan quit! as wall on 
the defensive end of 
things. 


The Woncer Years for 
the Lakers are long 
Gone, but if James 
Worthy is still on the 
court things can 1 be 
all bad. Divac makes 
up fw his snail like 
speed with tough-guy 
dstrnse 


AcomeoCatof rhiude 
this year* The Round 
Mound of Rebound 
and an under rated 
Kwm Johnscn hurt a 
balanced attack. Sir 
Charles certainly takes 
the cake-and eats a 


Thu omnipresent 
Clyde “The Glide 
doasjust 1 bout every 
thing on tha court 
Back him up with 
Kerry Porter 0 fairly 
d«enl Ihree point 
shorter and you v* 
got a winning combo* 


Manning and Harps 
compliment each 
other quite wall on th* 
court for tha struggling 
Clippers. Hovwver 
nethr dismays All 
Star talents zn any 
important category Toe 
bod. 


Overall. Wiymon Tis¬ 
dale is good bul Mitch 
Richmand is king of 
the court when Sacra 
mtnto comes to trwa 
He does everything 
except play good 
defense. Ba careful of 
that 


Couio ihe Somes go 
all the way in *94 ? 
Seems reasonable 
Especially when you 
consider that Shewn 
*R«gn Man" Kemp 
hardly aver misses a 
|am Schrempf 
struggles a bit 


WESTERN: PACIFIC 


Phoimx s 
(and! He s 


sive dunks than others. The 
extreme dunks usually oc¬ 
cur when a player is “on fire.” 

They get all charged up and 
have a greater tendency to 
go for something really wild. 

Even a player who has little 
or no dunking talent can put 
on a clinic when he’s on 
fire. The same goes for pass¬ 
ing and three-point shoot¬ 
ing. Any player will experi¬ 
ence greater passing and 
three-point accuracy when 
he’s on fire. For players like 
Golden State’s Chris Mul¬ 
lin, Detroit’s Isaiah Thomas 
and Orlando’s Scott Skiles, 
to be on fire is a double¬ 
bonus in the three-point 
shooting category-. AU three arc excel¬ 
lent shooters Sacramento’s Mitch 
Richmond and Detroit’s Isaiah Tho¬ 
mas can literally fly down the court 
when they’re on fire. These two 
speedsters have the fastest wheels in 
the NBA. Since they are both great 
three-point shooters, they’ll have a 
distinct advantage when it comes to 
getting open to attempt the three- 
point shot Speaking of three-point 
attempts, don’t be afraid to take an 
extraordinarily long shot. Shots taken 
from behind the half court line con¬ 
nect with their target more often than 
you think they should. Last-second, 
full-court desperation shots have been 
game winners on many occasions! 


Sir Charles BarkJ«y shells Ihn rock from thren point 
not just heating up he*$ on fire baby* 


Christian Laettner has been known to 
toss in some extremely long treys. In 
summary, whatever offensive moves 
you make, the addition of Turbo 
seems to help. 


From the opposite end of the court Detroit's Bill 
Uimbeer throws up a Hail Mary shoL 


ROCK TOSSERS & 
RIM WRECKERS 

Here are Slammin’ Sammy’s 
choices for the top three NBA 
JAMmers in the thrcc-pomt 
shooting and dunking categories 
(Your results may vary slightly) 


ROCK TOSSERS 


1. Chris Mullin (Golden State) 

2. Isaiah Thomas (Detroit) 

3. Scott Skiles (Orlando) 


RIM WRECKERS 


I.Shawn Kemp (Seattle) 

2. Clyde Drexler (Portland) 

3. Kenny Anderson (Orlando) 


VOI.VMF « 11 
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AGGRESSIVE “D” IS KEY 


Even though NBA JAM is a show¬ 
case for the offensive talents of NBA 
superstars, defense can never be 
ignored. Impressive displays of 
dunking power will always bring the 
crowd to its collective feet, but an 
impressive display 
of defense will win 
them over and 
make true fans of 
them. It will also 
win you a lot of 
games Let me put 
it this way. If they 
can’t score —you can’t lose? This 
adage only holds true if you can score, 
but I think you get the idea. Since 
NBA JAM doesn’t feature referees, 
it follows that there aren’t any fouls. 


Some people may call it “rat ball” at 
the professional level, but in NBA 
JAM, you have to play tough D if 
you want to win. That means taking 
your opponents out by pushing them 
out of the way whenever you possi¬ 
bly can. 

There arc several 
important tech¬ 

niques that I’d like 
to mention here. 
First of all, if one of 
the players on the 
opposing team 

seems to be getting the ball more 
often than the other, you should 
consider double-teaming him. The 
more pressure you can apply, the 
better your chances are of getting a 


“If they can't 
score—you 
can't lose!" 



Even c rofetivoly diminutive guv like Isioh Themes cun knock big Patrick Ewing eut cf the wav 



Notorious for his defensive play Bill laimbear knocks 
both Ewing and Storks to the floei Thomas too! 


turnover. Second, if you want to 
retain your hot streak and remain 
“on fire,” just goaltend any shot that 
your opponent throws up. Play 
strong defense when they throw the 
ball in bounds, but drop back and go 
for the goaltend if they manage to 
work the ball down court. They’ll be 
credited with the points if you are 
caught goaltending, but your hot 
shooting streak will continue. I’d 
trade two-pointers for three-pointers 
and easy dunks all day if I could. 
How about you? 

Try to position yourself in the “pass¬ 
ing lanes.” What this means is that you 
should move to a position that is 
directly in line between the two oppos¬ 
ing players. If you can keep moving 
into their passing lanes, your chances 
of stealing an errant pass are greatly 
magnified. Players with a lot of speed 
and good defensive skills will come 



★ ★★ Vz 




★★★★ 


★★★ 


Thi defending NBA 
champ: ms can 1 be 
like Mike anymore 
Who carts’ If ihey 
can *bi like Seattle 
they II be doing just 
fine Pippen is 
arguably the bast 
player m the NBA 


Consufored vndif 
dr-gs bul possessing 
the ebility lo surprise 
anyone Mark Price 
and Bred Daugherty 
make up s team thel 
has a promising 
future ahaad The 
Cevs could be hot! 


Reggio Miller is 0 
better piiyw then 
Derrick McKey but 
the Hoosicr state s 
only pro honp team 
cculd take some 
lessons frem the 
collegiate power 
houses in the stale 


Foigel about trying to 
impress anyrnia with 
Doirort’s dunking 
ability It’s nowhere 
10 bo laund 1 Zip 
Norta However evwy 
Ihmg else seems lo 
point to a team that 
can win big 


EASTERN: CENTRAL 


INDIANA MILWAUKEE 


irk irk 

★ ★ ★ ★ Vi2 

★ ★★ 

kkkVi 

Oommique Thi 

Hunwn Highlight him 
Wilkins and teammate 
SfacoyAugmon shouid 
be able lo do quite 
well because ihay have 
a good balance be 
tvwen offense and 
defense. 

Extremely si rang m 
dll areas Cherlctte s 
Johnson end Mourn 
mg should be oble lo 
run wilh anyone 

W»th the exception of 
New York thay ic the 
most talented team in 
the East 


★★★★ 


Match Milwaukee up 
against Indiana and 
you d hove yourself a 
pretty close oJbeit 
pretty uneventful 
gamp Nonetheless 
Lofiaus ond Edwards 
complement each 
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WISDOM FROM THE BENCH 


Twice during a game-bctween the 
first and second and then again be¬ 
tween the third and fourth quar¬ 
ters-coaching tips will serve to 
give you some pointers and advice 



non* • rum* pkitim 



T8 innemm HIS HtWS. 

SHIS trr SCREEN TRY T8 STAY 
MAY F m opposing PLAYERS. 


NBA players arc the best in the world 
They don’t even need to be coached, 
right? Well, even the pros need some 
help at times. As I mentioned pre¬ 
viously, NBA JAM will offer offensive 
and defensive tips between quarters. 
Pay close attention to the information 
you receive U may just help you to 
gatn the edge over your competitor 
Generally, the best moves, both offen¬ 
sively and defensively, require that 
you use the Turbo Button. For 
example, before putting up a jump 
shot, tap Lhe L or R Button quickly to 
throw your elbows. This will usually 


clear away any pesky defenders who 
are trying to get in your face. This 
technique also works wonders after 
you’ve grabbed a rebound. Fast Turbo 
passes arc less likely to be intercepted 
and stolen by the defense. When play¬ 
ing defense, run up to the bail-handler 
while you are holdtng the Turbo But¬ 
ton and press the steal Button. Doing 
so will result m the ball-handler being 
pushed to the lloor if you are in the 
proper position Knocking him down a 
few times in a row usually results in a 
turnover Steal it! 


out of a game with the most steals, 
The ability to steal the ball is crucial to 
scoring consecutive buckets and 
attaining the desired “on fire” status. 

Players with good defensive abili¬ 
ties who are fast of foot should apply 
pressure to the ball-handler as he 
brings it up the court The taller play¬ 
ers usually have good defensive abili¬ 
ties but arc not as fast of foot. These 
are the guys that you want in the 
paint. They can block shots like 
they’re swatting fltes, 

In a way, it’s more difficult to play 
great defense than it is to be a great 
offensive threat Teams that can cause 
many turnovers will end up ruling the 
courts in NBA JAM 1 



The best way to pley defense on NBA JAM is men to man and in thsir face 1 Remember there era na refereis so 
thin are nr> fouls Commit ell the flagrant feuls that you want Get mean ind get eftar that btskrtbtJP 



★★★ 




★ ★★★★ 


Dei Drown runs tin 
offensive show for Hit 
Celtics while Robert 
The Chief" Pimsh 
sblf has enough 
elhletic prowess to 
control the boards on 
the defensive end ef 
things 


The Heat don t ft*v* 
e heir for heating il 
up on the offensive 
end of the court bul 
both Rwy Seikaly 
and Herold Minor 
jet things smnkin 
when they take a 
defensive position 


The Nets prebebly 
vwn’t be seeing a 
let ef their shots 
incinerate the nets 
especially if they 
run up against a 
team that ploys 
strong defense They 
need time to mature. 


Strong n all caiego 
nes especially 
defense the Kmcks 
definitely hevt e shot 
st the NBA btie this 
yvtr Patrick Ewing 
will undoubtedly be 
on the bellol for lhe 
MVP voting 


EASTERN: ATLANTIC 


★ ★★ 

| irkir 

I jfk'/z 

★ ★V:2 

1 ★ 2 

I j 

Anderson can t shout 

from the outside and 
Skilsscant dunk. bur 
tl you reverse thtse 
roles you ve got a 
tram thetcen perform 
magic on the court! 
When's the Shtq 
Attaq? 

Wvetnerspoon end 
Hornecek run the 
floor well and shott 
consistently well but 
the Sixers ere still 
looking for someone 
lo replact Dr J 
flemembei him’Good 
luck. Philly 

The Builds eiant 
bed, but they lock 
ibe cohesiveness end 
raw talent to make 
themsehtfs * 
contender in lhe East 
Guglictta can really 
pley the D end 

Grant's quick, though 
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Wolfenstbin 3-D, th- popu- 
° lar PC action/adventure 
gama, comes to the Super 
° NES in r smooth-scrolling, 
six-mission shoot-'em-up 
° that is Mouse compatible. It 
features fast-paced action 
o and stars Top Republic Spy 
B.J. Blazkowicz. 


B J Blazkowicz reports directly to the president, who depends on him to 
get the job done—no matter whatthejobis He hasan impeccable record 
and a hard-earned reputation as a man who always manages the mission 
and comes back alive—a lough combo in this line of work This series of 
missions takes B J through many maze-like levels, each more deadly 
than the last, as he battles his way to his ultimate confrontation with the 
Master State’s corrupt commander in chief, the Staatmeister This PC 
classic makes an impressively smooth transition to the Super NES, but 
we recommend using a regular Controller rather than the Mouse, 
which can make maneuvering confusing 


Us lop flepublic spy B J Blazkowicz at your swvnw 
When the mission calls ler the best the prtsidonl culls 
for Blazkowicz 


Hie mazes are shown in first person 
pBispeclive You II set your hand and 
the weapon you vc acquired os you 
turn end starch your surroundings 

























II you us» up all ol your »mmumti»n you 11 be stuck The enemies will hot foot it out ol there 

trying to dtlend yourstH with th« Knit which is whan you turn up th« hi jI using tin- Flame 

pltctittlly useless aqeinst strong entmits Thrower It’s hot 1 


The dreedsd Bazooka is the mosi powerful 
weapon in the game Usi it to fire single — 
but powerful - rockets 


Blazkowicz starts the game armed 
only with a ptstol, which is weak com¬ 
pared to the more powerful weapons 
he'll find as he searches the dtffereni 
lloors He pteks them up by walking 
over them The shot meter keeps 
track of how much ammo ts on hand 
for each weapon, and the Select But¬ 
ton cycles through the available weap¬ 
ons 


The fasi and powerful Machine Gun is tht 
first weapon you II find Hold ihe fire button 
drwn lor rapid fire 


The barrel ol the Chain Gun roisits rapidly 
*$ it fires off i) strcem of shots ll uses lots 
ol ammo 






r v vr v VP Hr w v# w v ^ 

BEFORE BLAST-OFF 


WATCH 
YOUR BACK! 


Some of the enemies shout at you, 
but others are totally stlcnt. You 
won’t hear them striking you 
Watch B.J.’s face in the box at the 
bottom of the screen. He'll turn 
when someone’s sneaking up 
behind him 


" FIND THE 
SECRET 

ROOMS 

Each level has secret rooms 
To find them, approach a sec¬ 
tion of wall, a painting or 
closed curtain and p ress the A 
Button If the panel is hiding 
a secret room, a portion of the 
wall will slide back. 


9 HIDE BEHIND 
c CLOSED DOORS 


Use the doors as shields. Open them, then, if ene¬ 
mies are out of range, let the doors close and wait 
until the enemies come closer. Fire as the doors 
open again 



































All sorts of treasures are hidden on the different 
floors, ill-gamed goods hoarded by the Staatmeister If 
you find all ol it, you’ll earn a bonus If you find 50 of 
the treasures, you’ll earn a 1-Up You can also earn bonus 
points by defeating all of the enemies on the floor and by 
finishing within the Par time 


The game has a handy map feature that 
you can access by pressing the Start But¬ 
ton, but it charts only where you've been, 
not where you're going, so it’s a good idea 
to get out some graph paper and sketch 
your own map as you work your way 
through the floors. That way you can 
mark the locations of enemies and secret 
rooms. 


ENEMIES 27 KEYS: 

SECRET 
000RS: 


Blazkowicz’s first mission starts in 
the dungeon of a castle outside Dres¬ 
den I Ic breaks out of his cell, knocks 
out the guard, takes his Pistol and 
Knife then fights to escape. 


TREASURES: 9 


WEAPONS: MACHINE GUN 


E ENEMY 


SECRET ROOM 
SECRET 000R 
F000/ FIRST AI0 
REGULAR ROOM 
TREASURE 
000R 


Along with thr alien soldiers you II encounter 
huge mulant rats wMh rabid appeiitas for spies 


■ < LOCKED 000R 


To exit each floor stop into Iho 
elevators end go up to the next 
challenge on Ihe floor above 


\6\imm£Nba 
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WOLFENSTEIN 

3-D 


1 he Bile Guards carry Machine Guns and arc highly 
trained Wh«n you defeot ona pick up his gun 


Bp sure fc pick up the Ammo Pack. It will tocrciss 
lha numto-f ol bullets wu can canv 


Even with the Cham Gun, you’re 
no match for the Ultimate Soldier 
in one-on-onc combat. Be cun¬ 
ning. Watch your back and try to 
attack from around corners. 


Don't go toe lo toe with him. Use the 
blocks in the cenler of the room defensivoly 
An«k from around lha comers and power 
up when your f nergy runs low. 


■a ICCIflHI 1 The second floor is large and packed 

1 with enemies Make the Ions Lnn to 

ENEMIES: 

38 KEYS: 

0 

" vilviin »llviW kll V 4 vilg 11 Ik/ IW 

rp| the northwest corner of the floor to 

TREASURES. 

1 a SECRET 
lu 000RS: 

6 

El III!If pick up the Cham Gun, then work 

|L1III || your way to the elevator. 

WEAPONS: CHAIN GUN, MACHINE GUN 


MISSION 1 

There is only one enemy, but he’s a 
mutant hulk with one objective pro¬ 
grammed into his mech-brain 1 Des¬ 
troy Blazkowicz. There are lots of 

ENEMIES: 

* 

1 

KEYS: 

1 

i inn \ 

TREASURES: 

9 

SECRET 

000RS: 

l 

rLUUn 0 

First Aid boxes—and you’ll need 
every one. 

- - w 

WEAPONS: CHAIN GUN 
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In his madness, scientist Hans 
Grossc has developed a deadly cache 
of chemical weapons. Your assign¬ 
ment in this mission is to break into 
his isolated castle to terminate Hans. 


SECRET RDDM 
H SECRET ODOR 
• FOOD / FIRST AIO 
REGULAR ROOM 
▲ TREASURE 


♦ AMMO 
M LDCKED ODDR 


CHAIN 

GUN 

FLAME 

THROWER 

BAZOOKA 


AMMO 

PACK 

AMMO FOR 
BAZOOKA 
GAS FOR 
FLAME 
THROWER 


33 KEYS: 2 

IQ SECRET * 

13 DOORS: I 

WEAPONS: BAZOOKA, CHAIN GUN 

FLAMETHROWER, MACHINE GUN 


ENEMIES 


There is only one Secret Room on 
Floor 2-many alcoves have enemies, 
not secrets, hiding in them. Replenish 
your supply ol Gas for the Flame 
Thrower and gel set to fry mutants. 


AMMO FOR 
BAZOOKA 


FLAME 

THROWER 


CHAIN 

GUN 

GAS FOR 

FLAME 

THROWER 


BAZOOKA 


Have your weapon at the ready when you came ta 
alcoves Many of them house mutant Enemies 


Just when you think you ve reached safety on Elite 
Guard will attack as you open Ihe locked door 


\t\n tv 


— in 



m 


■ 



yP 

ELEVATOR 


? 

ENEMIES; 24 

KEYS: 1 

I-— 

TREASURES: 37 

SECRET K 

DDDRS: 3 

WEAPONS; CHAIN GUN, BAZOOKA 
|_FLAME THROWER MACHINE GUN 


4 

































































AMMO FOR 
BAZOOKA 


GAS FOR 

FLAME 

THROWER 


FLAME 

THROWER 


BAZOOKA 


Many soldiers lurk in the larp roam near lha 
cuntor Wail fit the dour for them to come to v 


ENEMIES: 9 KEYS: J 

TREASURES: Yjfjg j 

WEAPONS: BAZOOKA, FLAMETHROWER, 
MACHINE GUN, CHAIN GUN 


Another of Dr. Schabbs' experimen¬ 
tal soldiers rules on Floor 4. Once 
again, you’ll find yourself going up 
against a much more powerful foe, 
so use brainpower before firepower. 


AMMO FOR 
BAZOOKA 

FLAME 

THROWER 


AMMO 

PACK 

GAS FOR 
FLAME THROWER 


BAZOOKA 


Dr. Schabbs is trying to create the ultimate 
soldier by grafting guns into the chests of 
mutant soldiers who expire. You met one 
in Mission 1; another awaits here. Attack 
from around corners. 


START 


ULTIMATE 

SOLDIER 


t 

n 


3 

L' 

Ul 


r i : 


MISSION 2 There arc lots of silent officers on 

ENEMIES: 37 

KEYS: 2 

— — »i ■ • 

_ _ this floor. When you run low on 

PI n n Hi A ammo or energy, seek out one of the 
pl IIIIBC K Secret Rooms, which house healthy 
| quantities of Power-Ups, 

TREASURES: 29 | 

SECRET a 

000RS: * 

WEAPONS: BAZOOKA, MACHINE GUN, 

FIRE THROWER 


U 

m . 


MF 


SB' 

a 

exTH 

2 *! 
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ENEMIES 


It’s time to put a stop to Dr. Schabbs’ 
evil Operation Eisenfaust.You must 
find the doctor and his re-animation 
serum to keep him from creating 
more of his massive mutants 


SECRET c 

DOORS: 3 

WEAPONS: CHAIN GUN, FLAME THROWER, 


TREASURES 


FLAME 

THROWER 


GAS FOR 

FLAME 

THROWER 


ENEMY jiA TREASURE_ 

SECRET ROOM m 000R 

SECRET 000R IWkEY _ 

FOOO / FIRST AlOjg AMMO 
REGULAR ROOM A ■ LOCKED 000R 


Dr Schabbs Mutants arc en guard - and 
they’re equipped with guns in thmr 
chests Stay back, away from their blade 
sharp hands They don t wear armor but 
they con take the punishment. 


FLAME 

THROWER 


The action heats up on the second floor, with 
lots of tough enemy attacks Find the gas 
canisters-you’ll want to use the Flame 
Thrower. ^ 


ENEMIES 


TREASURES: 32 ggjjg 12 

WEAPONS: CHAIN GUN, FLAMETHROWER, 
MACHINE GUN 


It's worth tha trouble to take a 
suit tnp to this Secret Room 
You II find tw 1 Ups inside 


20 NINTENDO POWER 


ELEVATOR B 


1 START 1 



























































































ENEMIES: 58 KEYS: 

SECRET 
QOORS: 

WEAPONS. FLAME THROWER, 
MACHINE GUN 


Most rooms on the third floor have 
multiple doors, making choosing a 
route more difficult. The going is 
more dangerous because enemies 
attack from more than one direction 


TREASURES 


FLAME 

THROWER 


GAS FOR 

FLAME 

THROWER 


If you want lo uncovei nil ol the secrats and caver 
Ihe whole flooi go through the n?ht door lirsl the 
center don second end Ihe left dow lost. 


In rooms with multiple doois enter and Quickly take 
rut all anemias If you taka to* long soldiers will 
exit another doer and attack you Irom behind 


This is just the beginning for B J. 
Blazkowicz, As he proves himself 
worthy, the president will assign 
him ever-more treacherous and 
important missions Dr. Schabbs 
becomes craftier as time passes, 
and his horrible creations all the 
more mutated. Remember that 
charting your own course using 
graph paper will make the mis¬ 
sions easier Twenty more floors 
await 1 


The maps become mwe complicated with aach 
flooi Chart youi progress. 


Of Schabbs' demonic mind is bard at woik creating 
cwr mare mutated soldiers to stop Blazkowicr. 


^ VOLUME 58^*21 




Rf " 


r l • 

<>0 

SRI 

m 



tm 

■ S n L 















































































When Star Fox was released one year ago. 
Super NES players got a glimpse of the 
future with fast, 3-D scrolling worlds of fun. 
Now that the second Super FX game is 
about to be released, you’ll see that the 
future is nearly here. Nintendo’s Stunt Race 
FX puts you behind the wheel of vehicles 
with lives of their own Even with this early, 
unfinished version, you can see that this 
game is headed for a championship season 


Til 


Keeping your car an Ihe road and 
all m dhd piece isnt easy 


m 

High speeds and tight corners 
aren’t new to racing, but com¬ 
bi ne them with a 3-D cliff and 
falling boulders and that’s 
racing for your life! On spec¬ 
tacular crashes, your car (lies 
apart, then reassembles itself 
so you can do it again 


You II lose lime if you crash hoi Ihe eHecl is great 































































































Stunt Race FX combines four modes of play Two players can race in the split-screen 
view or one player can challenge the clock or computer drivers Besides widely dif¬ 
ferent tracks, the twelve courses also feature varying weather and daylight conditions. 





r*mu 


Go flal oul and try not te gut flattened on the Spaed 
Trax courses 


Stunt Ttax arenas heva in assortment of 
abstaefw tiki hills, wills and flags. 


expert tracks are Aqua Tun- 
nel. White Land, Mt. Storm 
and Night Cruise Each track 
has unique conditions. There 
are four Master courses, too 


A (illian jumps end hairpin curvts! 


Thrashing a fnand is always more fun 
lhan banting tha computer 


nniinci 


before mib cnni witftmn AMrying atari tailing 
tho dock in tfre Fmi Trax made, 


’ 

UKT TRAX 

mi-- - 

The novice tracks include 

Flat Field, Sunset Valley, Sea 
Breeze and Night Owl The 

BATTLE TRAX 

*"— **- - ^ tM r ffi M 1 
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\lthough the oNcs-lor-headlights may make these vehicles look 
intelligent, they need vour help lo stay on track The charts below 
show the strengths of each one. 




The Four Wheel Drive has fast accele¬ 
ration and a strong body that can take 
lots of punishment. 


PERFORMANCE RATINGS 


Getting up to speed quickly 
hHps on curvy courses. 


Maximum spied an the 4-WD is 
limited 


The 4-WD can bounce off 
walls without breaking up- 
al loftst for o while 




The FType racer requires lots of skill Once you get up to speed, you 
can 1 afford to make o mistake 



Acceleration is slow in this 
machrne. so keep it tewed 1 





The F Type wesn't built for tough 
ness. One side swipe will crunch it 


The F-Typc Racer is built for top-end 
speed that will blow the competition 
off the road. 


PERFORMANCE RATINGS 



























































































































PERFORMANCE RATINGS 




This car is a prize you’ll win later in the 
game, but it handles like a cow on skates. 


a 

m 


OSESi fMxm 


F-fl SiTi 


ccs? 'rns 

mm 


The dune lumping throo-whetfer is quick find tough-i 
good choice foe tracks with mixed terrain. 



Grail acceleration keeps thi 3-WD in 
contention. 



tfs small, but ifs also tough Thus good 
since yvull spend lots of time slapping 
the walls. 






The vohiclw ere built from dozens of individual 
polygons and all of them haw to mwe together 


Since texture maps must be attached to polygon surfaces, 
non-polygon ob|ects like the tree are really texture meps 
(hi) hove bean attached to invisible polygons. 


Even in nut-fltahft way places yuu‘11 


Ibis. 


detail ad texture meps 


PERFORMANCE RATINGS 


Stunt Race FX is a chip off the old Fox- 
Star Fox that is. Many improvements 
have been made in the Super FX and 
programming techniques making Stunt 
Race even more impressive Specialized 
texture mapping techniques 
for highly detailed objects that 
move, scale and rotate 


The Coupe is the most average car. It 
doesn’t do anything exceptionally well, 
but it does okay in most areas. 


Top speed ts 120 MPH with ttis Coupe, 
putting it m 3rd place moral I 


The Coupe handles Mil end is good for 
starters. 


Thu Nintendo sign on the trucks panel 
is e scalable texture map 
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"Wow it's like being 




Borrowlns a line from 
Zoda’s Revenge, that’s 
how one new-comer to 
the Winter Consumer 
Electronics Show In 
Las Vegas In January 
described the annual 
peek at the future of 
home electronics, and 
especially video games. 


“The best play here." 

The best players in town could be 
found in the Nintendo booth during 
llie show Robby Gordon and Jeff 
Andretti took on all challengers on 
ihe Stum Rate FX course A special 
competition was held lor video game 
editors, bul the asphalt warriors took 
the checkered (lag in every heat On 
Saturday, the main event was the bout 
between Sugar Ray Leonard and 
Marvin Haggler who battled to a tic 
in Electro Brain s Bnung Legend s of 
the Ring. Brent Spincr. Mr Data of 
Star Trek The Next Generation was 
on hand all day Thursday lo meet 
show-goers and give his autograph. 
One of the biggest names to attend 
the show was director Steven 
Spielberg who stopped by the Silicon 
Graphics demonstration ot Project 
Reality, where he was overheard to 
say that the graphics looked incredi¬ 
ble 

"I can’t wait for 
Project Reality!" 

Unfortunately, we'll have to wait 
until later this year to play the first 
Project Reality arcade games, but 



Racn dnvflr Robby Gordon cheilongcd the hi Id it 
Slum Race FX 



JSnrTn*; 


$i/JCw6rajttu 


Silicon Graphics demonstrated lha power of lha 
upcoming Projicl Reelity system 


the demonstrations of Silicon 
Graphics technology had show-goers 
counting down the minutes Jim 
Clark, president of SGI. answered 


one of the biggest questions, how 
Nintendo will be able to offer so 
much for so little Clark explained 
how economies of scale have reduced 
the price of personal computers from 
thousands of dollars to hundreds m 
less than ten scars Since ill S, 
Nintendo announced that the svslcm 
will use mega-(i.imc Raks with .it 
least 100 Megabits of memorv—fix c 
times larger than an\ game— 
accessing data at 2 million times the 
speed ot most CM)-ROMs 

“It's a toy!" 

On his first trip to America, Russian 
game developer Eugene Sotnikov, 
noted that Vegas w ; as like a big toy. 
and thal is never so true as whe n more 



Suger Roy Leonard and Morvm Hoglcir 
duke d it out in Legends of Tho Ring 
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Kfln Griff ay Jr Presinls Major Lea gut Baseball whs 
k homa run 


You could play Nintendo s Galiway sytam in a mock 
leilmcr 


With i big scfef n Stunt Racs course aba id and stemo 
speakers blaring from behind the baadrcst those racers 
came to life 

in the ccnc sci-fi world More 
down-to-earth is USCF CheckMate 
Pro. a chess game reportedly so good 
you will be able to earn a US Chess 
Federation ranking by playing it 
Virgin (James, just down the 
street from Interplay, is also pushing 


Acclaim s NBA Jim for the Supur NfcS was a smush 
success 

than 100,000 retailers, reporters and 
exhibitors show up in town for the 
annual electronic harvest Inevitably, 
Nintendo of America was again the 
biggest kid on the block NO A daz¬ 
zled players with some of the bright¬ 
est games. Players practically 
drooled over Super Metrotd and 
sports fans agreed that Ken GrtffeyJi 
Presents Major League Baseball was 
the best baseball sim ever for the 
Super NES. Stunt Race FX y although 
still in development, brought the 
excitement of Star Fox down to earth 
with its Super FX, 3-D courses, but a 
disappointing delay in the develop¬ 
ment schedule has set the release date 
back to June Other games from 
Nintendo included two NES titles, 
Zodas Revenge • Star Tropics 2 and 
Mega Man VI plus Warto Land and 
Donkey Kong for Game Boy 

"I had so much fun, 1 
thought my head 
would explode.” 

Luckily, no heads actually blew dur¬ 
ing the show, but that doesn’t mean 
there weren’t some explosive games. 
Acclaim's NBA Jam scored big with 


hot four-player action. They 
also announced Virtual Bart 
and showed a version of 
Itchy & Scratchy for the 
Super NES along with 
Spider-Man & Venam 
Maximum Carnage 
Acclaim also brings racing 
indoors with its four-wheel¬ 
ing, USHRA Monster Truck 
Wars and heads out to the 
ballpark with MLBPA 
Giand Slam Baseball 


Action gamers goi a blast out of Super Metroid 

At Capcom, the big unveiling of 
Saturday Night Slam Masters was a 
bit ann-climactic because only a 
demo was shown. In much better 
shape were two fantasy fighter adven¬ 
tures— Knights of The Round and 
King af Dragons. The biggest sur¬ 
prise was the slightly off-beat 
MegaMan's Soccer starring the Blue 
Bomber 


"All these people 
must be nuts.” 


The Looney Tunes bin is far from 
empty at Sunsoft Next up. the toon- 
metsters will bring forth Speedy 
Gonzalez and Tweety & Sylvestei for 
the Super NES Further down the 
road you can expect to see a Looney 
Tunes Spoils game starring many of 
the Loonies and also a game with 
Porky Pig. Taz and Daffy Duck will 
debut on Game Boy to round out the 

Looney Tune round-up, 
but Sunsoft has even 
more in store, like 
Superman Huge charac¬ 
ters and some awesome 
moves including the 
man of steel’s devasiat- 
mg flying dive promise 
to keep the law-breakers 
of Megalopolis at bay. 
SunSoft also has Pirates 
of Daik Water for this 
spring and a Justu e 
League game containing 
25 of the top DC Comic 
characters for the end of 
the year. 

Interplay s most 
exciting offering for 
WCES was Blackthorne. 
Awesome animation and 
sound caught up players 
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the frontiers of quality One of 


Accolade's Spied .Racer came to life both on and otf tn& screen 
and Airborne Rangers. Microprosc 


the most popular titles at the 
show was Virgin’s Jungle 
Book Both Super NES and 
NES versions of the game made 
Power s Best Of list. Virgin 
also announced that they will 
develop a Super NES game 
based on Disney s upcoming 
animated feature, The Lion 
King. 

"Boo-yah!" 

That’s what Shaq says when 
pumping up a three-pointer, and 
it s one of the things you might 
hear in Electronic Arts upcom¬ 
ing Shaq fighter, tentatively 
called Shaq Atlaq Bill Walsh 
College Fooball, MLBPA 
Baseball, FIFA Soccer and 
Mario Andietti Racing will also keep 
sports Ians shouting for more. Behind 
the scenes, EA also showed early 
progress on Jordan s Adventure in 
which Michael uses a basketball to 
dribble around and through various 
dangers. 

"Beam me up!" 

Spectrum Holobytc's new family of 
companies' adopted the Star Trek 
theme while supporting Star Trek 
The Next Genet ation for the Super 


also showed Power a true-to-the-ong- 
tnal adaptation of Civilization for the 
Super NES. At Bullet-Proof 
Software, Wild Snake captivated 
players while Spike McFang charmed 
them with fun play and graphics. BPS 
also announced that they will release 
a four-slot, multi-tap for the Super 
NES In other trekker news, new 
licensee Playmates showcased Star 
Trek Deep Space 9 and Interplay 
continues work on Starfleet Academy. 


unveiled its first ESPN sports 
series game for the Super 
NES, ESPN Baseball 
Tonight. More ESPN titles 
including a football game will 
be released later this year At 
the U.S. Gold booth. The 
Incredible Hulk looked mean 
and green. They also had two 
soccer games: World Cup 
USA '94 and Hurricanes , a 
soccer adventure. U S. Gold 
also won the sports video 
game rights to the 1996 
Summer Olympic games in 
Atlanta 

Eek The Cat and The 
Shadow were the new titles 
shown at Ocean along with 
Mi Nutz and Lemmings tor 
Game Boy. Addams Family 
Values is also well into development 
and should be released by this sum¬ 
mer. Mighty Max of TV fame rounds 


Tod bad Nemco s Suzuka fl Hours tor thr S NES 
doesn t coma wrth the bike 

out the action at Ocean Hudson 
Soft’s two big games for the first half 
are Beauty & The Beast , now nearing 
completion, plus An Ametuan 
Tail—Fievel Goes West. Hudson also 
updated the release of the multi-tap, 
which will be sold separately (with¬ 
out Super Bomberman) starling in 
February. 

"Everyone loves the 
Beat Hopper." 

In addition to the standard fare, you 
always find some off-beat or down 
right weird games at CES. The most 
unique ever is Sound Fantasy from 
Nintendo which combines music and 
images in a mouse game The active 
element comes from little bug char¬ 
acters like the Beat Hopper and Star 
Fly that strike notes when they touch 
a colored segment They weren't the 


A warrior pf tho Khngon Empire visited the Spectrum 
Holobyte booth 

NES. The Microprose branch had 
several games worth watching, 
including Impossible Mission 2025 


"Cool robots." 

The team from Absolute was stand¬ 
ing tall and looking good with their 
flight combat sim, Turn & Burn No 
Fly Zone while in Home Improvement 
for the Super NES, Tim The Toolman 
Taylor is m a quest lor stolen Binlord 
tools But the most exciting product 
in the works at Absolute was Rise of 
the Robots , a 16 megabit, graphically 
impressive fighter/adventure. 
Extreme, now a part of Absolute, 
also showed a great variety of games 
including Warrior of Rome III , a 
strategy game of conquest during the 
Classical Age Gamctek unveiled a 
new brand name, Cybersoft, and a 
new type of game, Spectre. This is a 
3-D action game along the lines of 
Faceball 2000, but with some added 
challenges. 

Citadel from Electro Bruin Corp. 
is the first licensee game making use 
of the Super FX chip, and EBC had a 
fairly advanced demo to show Power 
along with Winter Extreme Skiing & 
Snowboarding Sony Imagesoft 
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only bugs in town, either Koei intro¬ 
duced Stop That Roach! for Game 
Boy, a puzzle game full of the scur¬ 
rying pests. In Kemco's Crazy 
Klowtu the perspective shows action 
moving toward you as you control a 
clown who is apt to fall for every 


offensive and defensive perspec¬ 
tives. Tccmo also revealed that they 
would have further news on the 
sporting front later in the year 
including a Tec mo Hockey game 
with the NHLPA license 

At Hi Tech Expressions, the 
upcoming focus was on several 
licenses for which games will be 
developed, including Baby's Oav 
Out and Bobby's World. A football 
game targeted at young fans, NFL 
Team Heroes , will be the first of 
several sports games from Hi Tech, 
Activision's Radical Rex features a 
skateboarding dinosaur with a lot of 
character and good moves. Super 


Many show goers loon* d into Sunsoft s 
Loonsy Tunes 


pratfall in the book includ¬ 
ing banana peels. Kemco 
also has a potentially great 
adventure game, currently 
entitled Drakoneerom , fea¬ 
turing both action battles 
and 3-D exploration. At 
DTMC, Firestriker looked 
a lot like Breakout in design, 
but the four-player variation 
gives it more of a Super 
Bomber man feel. 


Virtual Bantsjustona of sav»fain«wSimpsonsganviscoming 


from a sinking ship In The Hunt 
from Irem takes an arcade shooter 
with a nautical theme and brings it 
home for the Super NES for a wet 
R Typc experience Me (V River 
showed a shooter called Aero 
Fighters while Titus gave us a look 
at Piehistorik Man for the Super 
NES and some funky caveman 
action Atlus had a street-fighter 
called Power Instinct and Psygnosis 
had a Super NES Mouse compatible 
version of Lemmings II. New kid on 
the block, Viacom, had Rocko's 
Modern Life and Beavis and 
Butthead on display. In a pavilion 
far, far away, Taito showed a 
great-looking Super NES Jetton's 
Invasion Of The Planet Pirates. 
George uses a gravity suction device 
for fighting and getting around. 
FCTs RPG lineup for the Super NES 
this year includes Ultima—Runes of 
Virtue , Might & Magic ///, and 
Ulttma—The Black Gate . 

WCW—Super Brawl Wrestling 
should be ready this fall. From 
Seika v Super Tut man 2 was the big 
news while T*HQ had more Ren A 
Stimpy antics plus Time Trax . 
TecMagik’s Steven Segal In The 
Final Option is still moving toward 
completion as are Ubi Soft s two 
Madden Football games, one for the 
NES and one for Game Boy 


"My feet are 
killing me!" 


from Acclaim 


With almost one hundred licensees 
spread out over four pavilions, the 
most common defeat was not to 
video bosses, but to tight shoes. 
Here’s a round-up of what we stum¬ 
bled across. 

Konami’s big announcement had 
been expected for some lime—that 
Batman The Animated Senes is in 
development for the Super NES. 
Rocket Knight is also in the works, 
Konami will announce its fall 
line-up later in the year. There were 
no real surprises from Accolade 
except that Bubsy 2 is further along 
and looks even better than expected. 
Barkley Shut Up and Jam! shows 
players the rougher side of basket¬ 
ball while Speed Rater combines 
driving and adventure stages. 

Tccmo MLS PA Baseball is still in 
development at Tecmo, but it 
looked impressive and featured both 



Pitfall has received a major facelift 
with the added animations from 
some of Holly¬ 
wood’s best. 

Release is now 
expected in Oct¬ 
ober. BattleTech 
for the Super NES 
goes beyond last 
year's Mechwarrior 
with larger mcchs 
and more action in 
a more realistic 3-D 
world 

Tradewest didn't 
have a booth on the 
floor, but they held 
a function to show 
off Fun W Games 
and Troy Aikman 
Football. Vic Tokai 
had S O.S —a sort 
of Poseidon Adven¬ 
ture game where 

„„„„ _. B«avis&Butthead d* bund m the Viacom booth in •nudvQnturogamoreimnis 

you must escape cento , Ma ni.cMan S ,on 
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The ultimate space fighter—ihc R-series—returns with vast new powers, and just in 
time to combat the resurgent Bydo Empire Originally a hit arcade game, the R-Tvpe 
title has appeared twice for the Super NES and twice for Game Boy This newest rein¬ 
carnation features superior graphics and Mode 7 effects that rotate stages and scale 
boss characters for a 3-D battle experience. New Force Pods should help you meet the 
Bydo threat in six stages with an endless Continue option. The action is intense with 
virtually no slow-down. Only the fearless or insane will ehoose to journey through 
these dimensions of danger. . 
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The Force Pods are what make R-Typc unique in the uni¬ 
verse of space shooter games. Attach a Pod to (he front or 
rear of your ship for added protection and firepower, or let 
it drift along with your ship to use its special attack This 


time, you have a choice of three types ot Force Pods when 
you start the game Each features special attacks. Playing 
with the different Forces also gives the game greater depth 
and replay value 



The Round Force will be familiar to players of Super R-Type 
Although it is less powerful, the Round Force has sonic useful laser 
Power-Ups like the Mirror Laser and Sweep Laser 


Whan you collect a 
laser Unit by 
destroying an 
armored Power Unit 
you II upgrade your 
lasnr beam 


When you lirsi gal the Round 
Force, your lighter will continue 
firing basic shots 


SHADOW FORCE 


CYCLONE FORCE 


The three laser types 
available on the Sha¬ 
dow Force include 
the Reverse {back¬ 
ward shooting), the 
Shadow (a satellite 
weapon) and the 
Strafe Laser, which 
follows terrain. The 
special power shoots 
in three directions. 


ftu'll pick up the Shadow 
Force (ust as you would 
get Ihe Round Force and 
m Ihe same areas. 


The Cyclone Force 
features the Pierce 
laser (passes through 
objects), Wave laser 
(expands in a ring) 
nd Capsule laser 
(for extra firing pow¬ 
er.) It’s special power 
when it flits alone is 
to become a protec¬ 
tive shield. 


Pick up Ihe Cyclone Force for 
lhrec powarful laser beams 
or separata it to create a 
shield to protect the ship 


The three diKerenl colored User Units 
ynur ship Ihrea different tas« attacks 


Add a Capsule Laser for extra punch by 
collecting the yellow Lasar Unit 


The Bydo Empire has taken over multiple dimensions 
surrounding Earth. Some of the stages are in real space 
while others are filled with bizarre alien life forms, both 
mechanical and biological. Stage guardians range from 
easy to diabolical. 


The enemies and guardians change from staoe 
to stags 


Space stations and anamy fighters, 
canntns and (raps fill many of tha 
anas through which you'll hsvt to 
blast a path. 


Other awes have an organic look with drip¬ 
ping acid and huge swimming creatures 
that attack your ship like a virus. 


MENACE 



































The following three pages contain ttps for taktng the 
Bydo threat to the cosmic cleaners. The numbers on 
the photos correspond with numbers on the stage 


maps that follow on the back of the poster. If you master 
these tough techniques and tips, the rest will come 
easily 



In the first stage, you might not 
know when you're coming or going. 
While passing through a giant space 
station, you'll have to maneuver 
through collapsing passages and 
rotating rooms One touch of the 
metal walls will disintegrate your R- 
90, and the same is true of the me¬ 
chanical enemies that swarm here 



While rockel blasls mi ate the room slay dead cenler 
by making small adjustments. Race ahead when the 
corridor is horizontal again 


A GIFT FROM 

THE EMPIRE 



It won’t get any caster than thts. The first 
guardian that the Bydo Empire throws 
your way is only two fully-charged Powet 
Beam shots away from the scrap heap. 
The enemy ship comes at you from out of 
the background, ftrtng plasma shots. 
Only when it stops on the same plane as 
the R-90 ts the ship vulnerable 




Dodge Ih* plasma shots while Ihe cube ship 
hovirs in Ihe background There’s not much 
else you con do 


H8I 


Wait [or the ship here and paste (I 1 




m 


t: 


Ml 


9 


This R Type pitot finds himself out of position end valuer 
able to the missile attack launched by the Bydo ship. It's 
better to hit the enemy head on 







STAG E 2 

This stage seems to be inside a giant, 
living organism-one of the evil 
mutations for which the Bydo 
Empire is famous Make sure to grab 
the Pit Untt to defend against acidic 
drips from above Narrow passages 
and enemies closing in from behind 
are two chief dangers 


o| Stage 2 protects 
by spewing out giant, swim¬ 
ming eyeballs With your Force 
positioned on the back to prevent 
damage from the tails, fully 
charge your Power Beam while 
dodging the swimming eyeballs 
and zap the single eye tn the wall 
when it is open. The eye in the 
wall appears tn different loca¬ 
tions, so keep a look out for it. 


Dodge the swimming eyeballs and eye shots while 
waiting For your Puwtr Beam lo fuffy charge 


THE EYES HAVE ST 


tel your Power Beam blow when Ihe eye in the waff 
is open Victory takes five or six fuffy chargtd hits. 


Make sure you h«iv»* your Force attached 1« the rear of 
Ihe ship to protect agamsl the crab like enemies 


Only a fulfy charged 
Power Bvam can 
blast Ihraugh this 
bubbly wsll and 
disintegrate il 
eniirefy 


Use the Pit Unit found m the outer chamber to protoct 
egainst acid end enemies that attack from above. 















STAGE 3 

Welcome to the Bydo space junk¬ 
yard. You won't have to worry about 
a junkyard dog, but the Bvdo ships 
and cannons in this vertical and hon- 


THE CRAB MASTER 

At the end of the junkyard, you'll find an enormous crab The two eye 
pods in the middle arc vulnerable to attack, so back in using your Force 
Power. Launch the Force so it can shoot at the crabs mouth. 


zonlal stage lake huge bites. Mine¬ 
laying ships should be destroyed at 
once and make sure the Force is on 
the back of the ship 





PI-icc The Force dh the back al ihe ship Enemies will 
attack Irnm behind throughout the stage 



Mine layers shoot across the gaps leaving trails of 
blocking mines. Move quickly 




Whin the crab walk* on the wall, close in end Finally the crab explodes! Now ynu must dodge the 
touch the Force Unit to the crab's «ye mounds. fragments of flying shdl 


Separate the Force and shoDi up between the 
crab's legs while dodging its shots. 


When the creb goes into its jumping mode hide 
out in the upper right hand comer 


AG§4 

The Bydo factory stage requires 
extreme agility for dodging massive 
pistons and streams of plasma that 
race through a maze of platforms 
The wheel in the middle may keep 
your head spinning At the end of 
the stage, you’ll discover that there 
is more to come and that the way 
ahead lies behind you. 



A Hashing green circle indicates * sale spot in this 
area Head for it 





BACKTRACK 
m ATTACK 


After blasting the fake-guardian 
in the upper hall, you’ll backtrack 
and drop down to find the real 
power in this factory stage The 
Urchin Ship flics about and fires 
plasma shots while the defensive 
pods on rails are a mechanical 
menace. Stay clear of the rails and 
use Full Beams on the ship. 


Stay clear of ihe rails The pods can be on top of you 
almost instantly 


Although you may score a hit here, ynu re still 
m grave dong** 
























* 



CAPSULE 

COLLECTING 


START 


START 


%cr*vn*«iAJ Yski 


START 


SIX STAGES 
OF R-TYPE m 


SECRET rOWER Ilf 



a*- 

\ i 

r ~i.i 1 

s 



GUARDIAN 







































































STAGE 5 


Mechanical blocks morph inio living 
beings in this horrifying hall ol 
hazards While walls appear to block 
the path, you’ll have to fully charge 
your Force to blast a way through The 
Bydo fiend at the end of ihc stage 
morphs into four stomach-churning 
alien forms Blasting it out of exist¬ 
ence will only be doing it a favor 


THE CHANGELINGS 

The guardian of Stage 5 waits tor 
you in a gelatinous cell If you blast 
the nucleus, it uncoils itself and 
attacks. As you continue your 
attack, the creature appears to lose 
only to reform itself four times. 


Use your iulJy charged baam 10 blast open the nucleus 


Avoid the thrashing tail el this 
morph end bias! it in the chest 


Aim 
beams. 


Use a full beam shol 1o blast all six block morphing 
aliens brfwe they attack 


moving walls 


This morph has a central eye 
between its arms Awid ihe shots 
and usi beams v the Force. 


When Ihe enemy becomes a spinning ring 
slay in the middla and blast at the head 
wlh e blue spot When Ihe nng explodes 
you II take on the nucleus cnce ogein. 


STAGE 6 

The Final stage of R-Type III has 
some of the greatest challenges A 
dimensional hole allows invaders to 
attack from a separate universe In 
the end, you'll have to enier that 
hole and battle a mutant Bydo super¬ 
guardian 



The dimensional hole may be Ihe source ol foes, bul il 
also otters a way to get through the slage Wail until 
Ihe hole is passing Ihrough Ihe wall Ihen follow it 




Donl lit your R 90 tiuch the 
until they lade Ihen move 
blast enemies that appear 


Hang back 
beam power can 
solid phase. 





VICTORY IN SPACE 
OR HUMAN DISGRACE 

The lime has come for 
humanity to stamp out the 
Bydo invasion The final 
battle includes the destruc¬ 
tion of four power orbs and a 
master guardian. The orbs 
come first and present less of 
a challenge. While fighting 
the guardian, you am duck 
under hts lower arms to hide 
Use fully powered beams. 


The beetle ships lock slow faul they can 
surround you quickly 


Dodge Ihc attack (ram behind while 
shooting ihe mbs 


Pass ihrough the hale to light lha Bydo invasion s head honcho 
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Each |*n*»l will try Id dcfut you with 
his or h» own stylt of camlwi 


After years of stockpiling danger¬ 
ous weaponry, it only took a single 
mishap to send the nations of 
Earth into turmoil. A powerful 
independent warlord has taken 
advantage of the situation, and 
now dominates the Earth. As he 
sets his sights on controlling the 
Space Colonies, only you can lead 
the resistance against this evil foe 
Metal Marines, by Namco, hrings 








a fresh approach to war simulation 
games. Players who have fought their 
way through such games as Super Con¬ 
flict will enjoy testing their skills on this 
strategy game. Melal Marines adds a 
much needed element to simulation 
games as well, aetton! Unlike other war 
games, this battle runs in real time, 
allowing the enemy to attack you at any¬ 
time. Finishing all 20 battles of the war 
with keep players wantina more 1 
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These basic battlefield techniques, 
with j lilllc adjustment, will work 
with any of lhe operations in the 
game Here is a basic outline of the 
first operation for you to test your 
tactics on Remember, this is only a 
sample, so you may need to experi¬ 


ment with each of the levels in 
order to fine tune your battle plans. 
Any of the 20 different operations 
can be beaten with a little planning 
and a lot of sweat Good Luck! 


When you're placing bases, locate 
them wisely. Look for high spots 
that are easy to defend. After 
dropping all your bases, you'll 
only have a few seconds to set up 
defenses, so work quickly! 


Before you sel out on a full 
scale attack, spend lime locat¬ 
ing the enemy. Attack deep 
inland with a Missile or 
Metal Marine lo locale all the 
enemy units along the was 


Use Missiles to clear a land¬ 
ing area for your Metal 
Marines. Take out the 
enemy Gun Pods with two 
successful missile hits. 


Beginning Armchair generals may 
have trouble figuring out how to 
use this icon bused control menu. 
The following list should help 
familiarize you with all of the dif¬ 
ferent options in the game. 


At ten dsllars, misaita ere 
definitely nn offensive bargain 
Thtte can easily 
the highly iff active dtubie 
mts&fn for only 40 doHera. 


Although the Metal Marines cut 
twen n$ much h n missile to 
build they cae bu Deed for 
defence er offense. For udtftenal 
impact try npf reding Hour Marines. 


These super povwful missiles 
m cjcircmdy expaasiVB to build 
naJ use. They take np the space 
of einc normal rmssilns nnd c«t 
rm 25 times as mnfih* 


Each Supply H.& you make will 
produce one dollar for the War 
Fnnd every second The mere 
you make, the faster the money 
will coma ratling m 


E eiiigy Plan 

ton need hill m order ta otuck 
the enemy The more fuel yvu 
have, the fatter y«u can attack. 
Build extra Energy Plants to 
increase your fuel products 


If wu need ta btnJd units fast 


Innd ef nny obstroc 


Ti A 





















































Continue to Hack the 
enemy forces until you :rc 
attacked yourself. When the 
dust clears, use your War 
Funds to rebuild as many of 
the units as you can. 


If you are having trouble with 
the enemy’s AA Missiles, 
send in your Metal Marines. 
Be ready to sacrifice a Marine 
to get thv job done. 


4* 

i * 14 
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The first fentnil ye** mounter « not' 
< i ctijr the toughest me you will foct. 
tut n ycu don’t ttack turn quickly you 
n ly get in trouble. Use this map or the | 
enemy*-' territory to coordinate your ' 
attacks for maximum affect. 


5 AlfAGK: 


OvpvHiro an bawyfti fcam to 
ust your Mail Mirim yoifU 
want Id kttp tham proparty 
armed. Each of toa ttuta vwpon 
mfilprtitorc work wall «oamst di ft w t ffl cmvmn 


rx 


Canwarfkga it tematmns tot 
but fntac?r«UI tfa toamy 
can t m yw, twf can'1 aftKk 
you. Build Dummy Units ovar 
your bam for that added pr&Hdiofi 


H ill MISIIUI 

AA Mitttffi ai* tha bwt way to 
Oap an inamy-attxk A will 
plncad AA battiiy can knock 
misalas out at m air. fta can 
AA Mlnilat for BA doUatt 


Tha Gan Pol h tha baat Wans# 
aQaint! tnomy gniand imeka. 

Surround impcr&m jft<tollat«f»s' * 
wth Gun Pads ts nep tot 
«iamy Mftol Marines raid 

I UNI MIIIS 

Lind Minaa art an lonpsnafri 
way to proiact you from tnmny 
around attack* If you haw 
friaMtd land Mint* it's (badly 
tor tot anrmy Ma*f Maruiat la rjivto m tom 


Each Radar uml that you tonld < 
wit incraast tot accuracy af 
your AA Mmila*. Thty may In 
to malm but <jn 

sddtd pmtctxm is Mil worth tha sou. 


Build antra baw irr unurtd 
aran to draw away tot tnjuny 
attack*. Thaaa art tardy 
inaxpemta to build, and can 
ywtottonl a luntM mMla attack. 


You can’t build units if you don’t 
have the money. Build Supply 
H.Q. when you first begin a 
battle. Extra cash will make it 
easy to rearm the troops 





























































































SUPPORT 
THE WAR 


Build support units quickly to 
strengthen your war effort. 
Building a Supply H.Q. 
increases War Funds, an 
Energy Plant increases fuel 
supply, and a Factory 
increases the building rate. 


Extended (wilts will require ai toast uni 
of each kind ol support uml 


Use Missiles or 
Metal Marines 
for reconnaissance mis¬ 
sions. While missiles are 
cheaper. Metal Marines will 
expose more of the enemy. 

You may lose the unit you if you sind troops de*p into 
send on the mission, but the ■"■"V """•nr ih«yii 
i nformation is invaluable. mom ,hl ,nw,,y 


Aiming for lhe central unit in e 
cluster will maximize yxir mis 
sill i effective range. 


'• '.'Mi I: IAC1IES 


When it comes time to press the attack, it's a good idea to 
understand the limits of your forces. Each military unit 
has its strengths and weaknesses, so be careful how you 
use them. These tactics are only a few of the techniques 


at your disposal, so read up and practice them on the ear¬ 
lier operations before you need to use them in the heated 
battles Different combinations of these strategies wilt 
help you defeat anything the enemy can throw at you 


you want without being hit by the enemy’s defenses. Mis¬ 
siles hit anything in a three-by-three grid, while Metal 
Marines encounter everything in a six-by-six grid. 


Sit Iho target orw so yiur Metal 
Mennes can hit the week units end 
ovoid enemy defenses 


When you attack with cither the Metal Marines or Mis¬ 
siles, it’s important to target your attacks for the maxi¬ 
mum effect. If you target correctly, you can hit the units 


METAL MARINES 

The strength of the Metal Marines can completely 
destroy the enemy’s forces, if used properly. Arm your 
Marines with weapons that suit their mission. 


Send lhi gold Metal Manncs Id 
bottle first. They are stronger 
end con toko more damage 


MISSILES 


If you build up a missile battery, it can shoot two mis¬ 
siles at a time, doubling the damage as well as the 
chances of bypassing enemy defenses 


Use Ooublo Missiles in hit Iho 
onemy AA Missiles Double iho 
missiles doublo Ihe dunces. 


OPERATIONS AND TARGETING 


• A*- ’ ■* 




























































While the offensive elements of this game are impor¬ 
tant, they don't amount to much without a good defen¬ 
sive plan. All of these tactics are proven to stop the 
enemy in his tracks, so set up a strong defensive gauntlet 
to crush his attack Depending on the terrain of each 


operation, some of these 
tactics may not work, so experiment 
with them until you find the right combination 
your troops carefully and rebuild weak points because 
you never know when your enemy might get lucky. 



Place AA Missiles along the coastline, interspersed 
with Radar Units, This way you can cut off enemy mis¬ 
siles before they hit the ground 


Use Gun Pods to protect other units against ground 
attacks. If you place them on high ground, the enemy 
Meta! Marines will be vulnerable to their shots. 


Ilicmg Riftor unite amongst AA 
Missilts mcrtisos lha chanca of 
hitting incoming attacks 


Building an h<yh ground is 
smart bul don't Itavt tending 
points above your Gun Pods. 


Some of the land surrounding your bases may still have 
obstructions that prevent you from building Use the Leveling 
Command to ready the area for construction. 


Metal Marines can also be used to defend 
against ground attacks. If you use a Marine in 
this manner, arm it with the Anti-MM guns, 


II Hie anuny sand: Mala! Marinos to attack you your iroops will 
ingaga ihwn before your olhar units art daslreytd 


ftu will alsu n*»d to dour areas Dial have botn dastraved by Itia anemy Onca lha area ts 
d*arcd you are frea to build whalrw you want 


Hiding your bases from the enemy 
can prevent them from destroying 
you. Hide bases underneath Dummy 
Units, then build Dummy 
■| Bases to draw the enemy fire. 
■ The added camouflage also 
adds to your strength. 


Ai the game progresses, each level becom is 
trickier and trickier. DooTbe afr aid to try new 
tactics, beejiue a sood renes il Iw tyi learn* 
from hi- mistake 
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U s Yabba Dabba Doo lime for you 
and your favorite modern Stone Age 
family to start swinging your clubs in 
this smashing Flintstone sequel for 
the Super NES. It seems that the 
current Grand Poobah of Fred and 
Barney’s dub, the Loyal Order of 
Water Buffaloes, is ready for retire¬ 


ment, and Fred fancies himsell as 
the perfect replacement 1 Fred’s best 
buddy, Barney, pledges his support, 
and off they go to retrieve the Trea¬ 
sure of Sierra Madrock to secure a 
win of the coveted Poobah position. 


In order tr become Grand Poebeh the boys must 
brave bucking Bulls Ic relnevt the Treasure 


An impromptu meeting bis been called at the hill of 
the Loyal Order of Water Buffaloes 
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The quest for the Treasure of Sierra Mudrock will take 
Fred and Barney all over the granite planet They must 
overcome unique obstacles in each foreign land, but 


they must also face a few of their own Water Buffalo 
brothers who have their own precious Poobah aspira¬ 
tions to pursue 





At the end ol each stage, 
there is a chance for a bonus in 
the Tic-Tac-Toc game 


Th; Iasi digit of yuur lima will be 
highlighted on the grid Fill in ihe gr 
the following order lo (iciivi many 
1 lbs 2 K 6 8 1 9 7 3 ind 5 


•dr-ck is horn* It htrtft-foJ FliiK.4tnft and « tinny -iubH*, tit dui 
iht beetid rtet for the Ttwaute rf Stas Madrack, if s iwt ntctutnly 
rowK fnincly place H u. 


A BOARD ©AMS BROUGHT TO LIFE! 

A unique feature of The Flintstones for the Super NES is the 
combination of challenging stages with an element of chance. 
A roll of the die ultimately determines your next step. 


Give Ihe die 0 shake and toss a One Two 
or Threi lo tdvonca spaces 


Betty and Wilma can't imagine why their ally 
husbands insist on roaming the countryside. If 
you re caught the/ll drag you home 
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SEVERAL STOAJV STAGES 


Have you gathered enough gumption to go on? If so, you 
are one brave Brontosaurus, buddy! Below arc some 
hints to help you guide Fred and Barney through each of 


the lour levels. Each area has its ow n special tough spots, 
so wield your weapon wisely and prove yourself worthy 
of the Grand Poobah posttion. 



You can hitch e ndc on wmc enemies backs, bul 
watch cut for othffs r 


Awmi the derk spots by jumping ovw them 
or you II be slower then moltsstt. 


Your goal in Bedrock is to track down 
Rockhead, a rival candidate for the 
title of Grand Poobah, and retrieve 
the map from him. This is, of course, 
easier said than done. 


OUR HOMETOWN HEROES HEAD OUT 

Some of the enemies you will encounter in Bedrock are a series of sitmy 
Sharks and an army of antagonistic Armadillos. A swing of the club wtll take 
care of most enemies, but others may require special handling. 


Visit the Coach at 
ihi Training 
ground end 
complete a race to 
Iwrn the* Double Jump technique It is » useful tnck to 
learn bul will cast you one Clam when you use il 


RUN A RACE 
VS. ROCKHEAD 

Once you are on the same 
Overworld screen as Rock- 
head, he will begin to roil the 
die and evade you. Team 
work is best when attempting 
to corner him. In the arena, 
stay on the lighter ground 
The dark spots will slow you 
down considerably 



Step cn a steammg Volcano and you II be 
blasted automatically tr another part o! the 
Overwofld This could help or hinder 


Man Ealing Plants will not come alive 
until you have walked pest them Be 
ready lo turn around and whack them 1 


Fred and Barney an|oy the Skates of 
victory es Quartz is agonized With defeat 
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FOLLOW THE FOOT-SCORCHING FLAMES 


Unlike Bedrock, the “water” in Magmarock is actually hot 
lava, and is quite inhospitable to swimmers. Avoid it at all 
costs or our twosome will be toasted' 


It’s a molten mass of trouble once you 
land in Magmarock. Quartz, another 
Poobah hopeful, has a pair of Ice 
Skates that would be perfect for the 
next stage. You’d better get busy! 


THAT QUARTZ 
IS QUICK! 


Strap on your seat belt, race 
fans, because Quartz has the 
Skates you need in Snow 
Rock. To get them, take your 
Cart for a spin around the 
track and beat the old buz¬ 
zard fair and square. With 
some practice, the checkered 
(lag is yours! 
































Our heroes arc greeted upon arrival 
in Snowrock by a friendly Esktmo. 
He offers to help retrieve the Com¬ 
pass out of an ice block, but he needs 
a Hammer and Chisel. 

SICP SUDSNG AWAY . . . 

Not only is the water too icy to swim in, all of the ground is fro¬ 
zen over as well! It will take all of your skills to keep from acci¬ 
dentally falling off a cliff. 
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Stip on a pelti toward the center- 
who knows whore yuu'11 end up 


Duck tha Snowballs this burly bully of e Star throws 
*1 you Inch ynur way closar to him end then In him 
hove it with your Club n soon as ha‘« dost 


Use your Club to destroy these let 
Blocks and retrieve tht Extra Life 






THE FLINTSTONES 

THE TREASURE OF 
SIERRA MAOROCK 


BLADES OF STEEL! 

Marble is a master at the tradi¬ 
tional Water Buffalo sport of 
speed skattng Fortunately. 
Fred and Barney are also 
demons on the ice, and am 
give that mean old Marble a 
run for his Hammer and Chi¬ 
sel Take it easy on the sharp 
turns and avoid the holes alto¬ 
gether 



The chorwier who beets Merble should take 
the Hemrrw and Chisel bock Id Iho Eskimo, 
who will gladly recever the Compose 


2 > 



Junglerock is a wild and woolly place— 
it seems that no other Water Buffaloes 
have made it this far. Fred and Bar¬ 
ney's keen instincts tell them that the 
Treasure must be near. 


IT’S A JUNGLE OUT THERE 

Just when it seems the boys arc right on track, a gtant Ptcranadon swoops 
down and makes off with their Compass! You have to chase that pesky Ptera- 
nadon all around the Overworld to get it back. 


Thort is no jotting * round theso Boa Hums 
Try tt git ahiad of lham Ihc n turn and 
jump-lhryll fly undarneath 


Thwe aro many unfriendly Waterfalls and Hivers lo cross in 
Junglarock. Dont try dipping a toe m though or the Piranha 
will enjoy you as a snack 1 


Oner you brci the Pterantdon both Fred 
and Barmy hrvt to hoard tha Raft Id get 
to the Volcano Yabbt Qabba Dcd> 


A “PTERRIBLE” 
PTERANADON 

Junglerock ts not the kind of 
place you want to spend a lot 
of time exploring. Unfortu¬ 
nately. that’s exactly what 
you'll have to do in order to 
track down the Ptcranadon 
Once you get him, try climb¬ 
ing about half way up the 
tree. Face the direction of (he 
beast as he comes toward 
you. and club repeatedly. 
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I f you were to take a poll of 
young video game fans asking 
what career they would like to 
pursue, it would be a good bet 
that a fair percentage would reply 
with an occupation that has to do 
wfth video games. Simply, to 
make games. Working for a video 
game manufacturer would be like 
a dream come true. As it turns 
out, many students in Japan 
have the same ambitions. Luckily 
for them, they have an avenue to 
take to make their occupational 
dream come true. In Tokyo, 
Osaka and Nagoya, there are 
schools or “colleges” that teach 
students exactly how to produce 
video games. Some of these 
schools are supported by video 
game manufacturers, but some 
are vocational schools that offer 
specific video game courses. 



WHAT’S THE REASON? 


GAME COMPANY 


Many video gemi rrmnuteciuiars have grown 
Tepidly ovtf the post sevwal years Presently 
there is e high demand tor people who cen 
slap up and lakr on e video game prefect. 
seeinQ 11 through from concept sieges to 
finished product. 


4 


VIDEO GAME COLLEGE 

The combination cf demand tore video 
game manufacturers ond the demend from 
studonts who are interested in this field 
hes prompted the start ups of video game 
colleges It s liko any other business If 
there is I demend companies will profit by 
being able to provide a supply 


* 


STUDENTS 


For students dasmng ut work for e video game 
manufacturer, attending a video game college 
can pul them on the 'fast track" into a 
company that produces games The reore 
knnwHedga thpy have tha mere valuable they 
wril be to a company 


DESIGNER DEMAND 


W hile many Japanese busi¬ 
nesses are beginning to 
experience limited growth, 
no growth, or negative growth, the 
video game industry is still surging 
ahead We're more than happy to 
report that people still desperately 
have a need for fun in their lives It’s 
a fact, if the industry continues to 
grow, and we have every indication 
that it will, then more people are 
going to go to work for video game 
manufacturers. As the demand for 
quantity and quality of video game- 
related products increases, it follows 
that the demand for people to pro¬ 
duce these products also increases. 
College-aged students have been 
playing video games for most of their 
lives. Their interest in the field is 


high. Video game colleges and video 
game courses at existing colleges 
make perfect sense—both for the 
students and for the industry Most 
of the video game colleges in Japan 
offer a 2- to 4-year curriculum and 
during this time, students will learn 
the ins and outs of producing and 
marketing games. Programming in 
various computer languages, devel¬ 
oping concepts, composing music, 
designing graphics, writing scenar¬ 
ios and marketing products are just 
some of the areas that students will 
be educated in by the time they grad¬ 
uate and begin to pursue employ¬ 
ment. To our knowledge, there are 
no schools or programs in the United 
States that focus directly on video 
games. Maybe some day there will be. 
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TYPES OF VIDEO GAME SCHOOLS 






V ideo game manufacturers 

like Enix, Hudson and 
HAL. all three of whom we 
will discuss later, employ many lop 
professionals in the video game 
industry. Not only do these people cre¬ 
ate games for them, they also teach 
and lecture to students who enroll in 
their schools. If a student is very 
focused on only wanting to produce 
video games as a career, he or she 
would probably get the most.if not the 
best, education and experience from 
a video game manufacturers* school. 
However, video games are related to 
other types of high-tech media such 
as computers and other modern 
methods of communication like TV. 
radio, and interactive on-line services 
A student who pursues an education 
at a school that offers a broad curri¬ 
culum relating to these fields may 
have a better chance of landing a job. 
whether it be with a video game man¬ 
ufacturer or another high-tech firm 


GAME COMPANY-SPONSORED 


Probably the biggest advantage that a video 
game company-sponsored school has over 
colleges that just offer courses related to 
video games is that students will benefit from 
being exposed to and being able to use the 
exact same equipment that the company 
uses. It seems logical that graduating 
students would be obvious choices for new 
employees of that company. 



You II find identical i*qwpmeni ussd 
in Ihft schools ond in Ihe companies 


SPECIALIZED COLLEGIATE COURSES 


The main advantage that an established col¬ 
lege has over game companies when it comes 
to video game curriculum is that they offer 
a much broader curriculum. A student will 
get a more rounded, mainstream education at 
one of these institutions. These colleges offer 
more types of activities and associations to 
take part in. 



0Jb» aclivilies are assonaicd wlh a 
more yaneral lypi cl education 


A LESSON LEARNED 


W hat students learn at compa¬ 
ny-sponsored schools may 
be similar to what students 
learn at colleges offering video game 
courses. Their curriculums are what 
sets them apart. A company-spon¬ 
sored school will concentrate heavily 
on programming and other practical 
aspects of the business, whereas stu¬ 
dents taking college courses in video 
games will be subjected to much more 
time spent in the classroom listening 
to lectures The former definitely 
seems to have the edge when it comes 
to offering students a “hands on" 


CURRICULUM BREAKDOWN 


m 


approach to eduaition. That’s the way 
it is with schools that are vocational in 
their orientation. 



25% 





■ PROGRAMMING 
^ ■ GRAPHIC OESIGN 

CS SCENARIO OESIGN 
)5 - ■ MUSIC DESIGN 
' tZ]GENERAL LECTURE 


i 


" 5 % 




8 % 


GAME COMPANY 
SPONSORED 


SPECIALIZED 
COLLEGIATE COURSES 


There ara five basic 
categories in Iht 
curriculum of e3ch 
type of school This 
chart represents 
averages from three 
o! each type of school 





COURSE AREAS 


■ PROGRAMMING 

It's the heart and soul o! what 
makes a video game play the way 
it does: programming. You can 
never know too much about it! 

■ GRAPHIC DESIGN 

What people see when playing 
a game can be critical to their 
overall enjoyment of the prod¬ 
uct. Creativity counts 1 



SCENARIO DESIGN 

What’s a great game without a 
great story line or lots of tantal¬ 
izing situations for the charac¬ 
ters to get m and out oP 



MUSIC/SFX DESIGN 

All of the bells, whistles and tunes 
that you hear while playing a 
game can add tremendously to 
the overall gaming experience 

□ GENERAL LECTURE 

Learning a topic from those who 
are already familiar with it 
allows you to absorb information 
through verbal communication 
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FAMOUS LECTURERS 


Established in 1991, the bmx Game School puis stu¬ 
dents in touch with people who created some of the 
most popular games in the world—the Dragon War¬ 
rior senes’ Each year, after applications have been 
screened, an entrance exam is given and interviews 
arc conducted in order to select 150 students Enix 
emphasizes programming and computer experience 
over lectures. All graduates of the school must com¬ 
plete a final game project The 
quality standards are very high. 

Famous Japanese game produc- 

ers as well as novelists, cartoon- M*” ^ 

ists and illustrators give lectures v 

at the Enix school, vi 


Koichi Sugiysme 
(music composer) tm i 
Yuji Horn (scenario 
wnlw) are jusl tvw of 
the industry profes 
sionels wholoclureai 
the Enix school 


GAME COMPANY-SPONSORED 


CURRICULUM 

BREAKDOWN 


COURSE DURATION 
2 YEARS 
TUITION COST 
$12,500/yr. 



COLLEGE DATA 


HUDSON COMPUTER DESIGNERS SCHOOL 


MOLDING PROFESSIONALS 


Hudson’s school offers a very practical and very 
streamlined approach to educating students about 
becoming associated with the video game industry. 
Each year since 1990,40 students receive extensive 
training in programmingandgamcgraphic design 
MS-DOS and programming for the PC-Engine arc 
examples of topics that are taught at the school. 
There isn’t a great deal of theory taught at the Hud¬ 
son school—it’s mostly practical knowledge 
that am be applied to their projects. Students 
work in small groups to produce a game as 
their class project. These games arc not 
extensive, but can be used later as work 
samples when the students apply for jobs 


The video games thei 
the Hudson sludtnls 
creole are stored on 
CO HDM Some ol 
those games have 
even been used as 
premium Hams Ihet 
ore picked in with 
video game mega 
zires in Japan 




HAL INSTITUTE OF COMPUTER TECHNOLOGY 


CURRICULUM 

BREAKDOWN 


COURSE DURATION 
2 YEARS 
COURSE TUITION 
$12,000/yr. 


HEFTY CORPORATE BACKING 

Of the schools discussed in this article, HAL Insti¬ 
tute provides students with the opportunity to use 
the best equipment Many types of computers and 
video equipment arc available Nintendo, as well as 
other companies like IBM. Hitachi, NEC, Toshiba, 
etc, offer support to the HAL Institute not only 
financially, but with teachers and high-tech equip¬ 
ment Scholarships and student loans are available 
through the school and upon graduation, students 
gel help from the school with job placement—even 
several years after graduation 1 HAL Institute is 
also affiliated with New York, American, Oregon 
Stale and Pittsburgh State Universities 


Mr Ifameuchi, Nm 
Undo Co, Ltd s pre 
sident believes diet 
strong support from 
high tech firms (Hows 
schools like HAL 
Institute to provide i 
highar level of instruc¬ 
tion to students 
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SPECIALIZED COLLEGIATE COURSES 


COLLEGE DATA 


COURSE DURATION 
3 YEARS 
COURSE TUITION 
$12,S00/yr. 


CURRICULUM 

BREAKDOWN 


HI-TECH COLLEGE 

Students attending the Tokyo Communications Arts 
Institute can not only learn about making video 
games, but they can enroll in courses where they can 
learn about diverse audio and visual arts like radio 
and TV production, movie-making and graphic arts 
For first-year video game students at 
the school, the curriculum consists of 
the basics of computer use, program¬ 
ming and management theory “Game 
Creator” is the title of a course taught 
within the Communications depart¬ 
ment. Another specialized department 
at the school is Commercial Music 
This is an area that the other game col¬ 
leges don’t include in their curriculum 




Music production 
recording and engineering 
are also subjects laughi at 
tho Tokyra ComrminiCition 
Arts Institute 


TOKYO INSTITUTE OF COMPUTER SCIENCE 


LECTURE INTENSIVE 


Establishing a video game curriculum in 1993, the 
Tokyo Institute of Computer Science direct stu¬ 
dents into the role of “game producer” more than 
anything else with its videogame classes Develop¬ 
ing creativity and accumulating practical knowl¬ 
edge of computer hardware and software are the 
main goals of this school. Cur¬ 
rently, 111 students can enroll in 
video game classes at the school 
each year. The Tokyo Institute is 
currently negotiating the possibil¬ 
ity of having its students participate 
in internships with various video 
game manufacturers 




LAW 


Nol only doas ihe Tokyo 
Inslituli of Computur 
Sciance offer video game 
classes it also provides 
studonls an opportunity lo 
participate m outdoor 
ucliviiiss like basdball 1 


COLLEGE DATA 


CURRICULUM 

BREAKDOWN 

to% 


— 10 % 



70% 


COURSE DURATION 
3 YEARS 
COURSE TUITION 
$12,$00/yr. 



A COLLEGIATE TGTGr.E? 


One of the questions that may pop into your mind as you 
read this article is, “When are we going to sec video 
game colleges open m North America?” Although there 
are currently no video game colleges in the U. S., DigiPcn 
Applied Computer Graphics School, in Vancouver, BC, 
will begin accepting applications this June for a two-year 
program beginning in September. The focus of the 
course is on the technological and engineering process of 
creating interactive multimedia programs. Nintendo of 
America has provided the DigiPcn school with Super 
NES development systems. During the second year of 
the course, students will create Super NES video games 
using the development systems and information 
gathered during the first year 
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From Aqent #772 

The Force 

Normally, you must find all of the Jedi Powers as you 
work your way through the game If you enter this code 
discovered by Agent #772 before you begin playing the 
game, you will start with full use of the Force On the 
Title Screen, quickly press X, B. B. Y. X, A. A and you 
will hear a tone Press the Start Button to begin a new 
game. To use a Force Power, press the Select Button to 
access the menu, then use the L and R Buttons to select a 
Power. The Power will be activated when you press the 
X Button 

On Game Select Screen, press X, B, B, 
Y, X, A, A, X, then Start. 




affw 


■ *\ 






Enter the codo above while you arc on You cen use «ny of the Force Powers 
the Title Screen from the vary beginning of the geme 

Skip to Darth Vader 

Even though you can get a password to skip to the final 
confrontation with Darth Vader, this code will let you 
get there without having to work through the entire 
game. On the Game Select Screen, quickly press A, X. 
B, A, Y, X. B, A. A. X. B. B. Y and X. If you enter the 
code before the demo screen appears, the game should 
automatically switch to the final stage of the game 
When the fight begins, you will be fully built-up. so be 
sure to use your Force Powers to help finish off Darth 


On Game Select Screen, press A, X, B, 
A, Y, X, B, A, A, X, B, B, Y, and X. 



Enter the code while you r« on the If you enter it corroctiy you will skip 

Game Soled Screen, before the to the final battle egemst Dorth Vt(for 

Demo screen appears 

Seven Continues 

While the other two codes may be fun to play with, this 
code will help you make it through the game on your 
own, If you quickly press X. Y, A. B, X, X while you 
are on the Title Screen, you should hear a tone. Press the 
Start Button to begin playing as normal Whtle it may 
not appear that the game has changed, you’re in for a 
surprise when the game is over. Instead of the three 
Continues you normally have, you will have a total of 
seven. Even untrained Jedi Knights can finish the game 
when they use this code 

On Game Select Screen, press X, Y, A, 
B, X, X, then Start. 



K 




I** 

i Iffimro tv mini (.Mini 


Normally, you will only bo oblo Id con- Enter tbo coda printed tbove while 
tinuo the geme throo timos bofare the you or# on the Game Select Screen 
game is over s for a little extra help 
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When the game starts, begin ploying When tho game is over, you will n ^ 
os you normally would seven Continues instead of the norm il 

threo 
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imAnt 


Extra Mode 


From Accent #225 

Scenario Select 

SimAnt offers players a chance to build ihe perfect ant * 
colony without the risk of losing their picnic lunch. 
Advanced ant farmers can test their skills on the built-in 
scenarios Each scenario pits your colony of ants against 
the forces of nature. Normally, you must successfully 
complete each of the scenenos before you can go on to 
the next. Agent #223 has found a way to select any of the 
scencrios you want, rather than play them in the required » 
order. If you have the Super NES Mouse controller, plug 
it into the Controller 11 port. When you start a new game, 
use Controller 1 to enter the Scenario Mode of the game, 
then click either Mouse Button to light up the scenenos. 
Use Controller I to select the scenerio you want to play. 
NOTE' You can not complete this code if you do not 
have a Mouse controller 1 


Players can access a secret Extra Mode if they enter this 
special code while they are on the Option Screen. When 
the Title Screen appears, hold the Select Button, then 
press Start lo access the Option Screen On the Option 
Screen hold the R Button, then enter the following code: 
Up and X at the same time. Right and A at the same 
time, Down and B at the same lime, then Left and Y at 
the same time. If you enter the code correctly, the screen 
will change to the Extra Play Mode In this mode you 
can switch to a two-player game, use any of the fighters, 
and change ihc background graphics. When you fight in 
the Extra Mode, each match lasts only one round. 


Extra Continues 

You can use a similar code lo gain extra Continues to 
use in the Hero Mode of the game On the Title Screen, 
hold the Select Button and press Start lo access the 
option screen. On the Oplton Screen, hold the L Button 
and enter the following code Up and X at the same time. 
Left and Y at the same tune, Down and B at the same 
time, then Right and A at the same time. If you enter the 
code correctly, a new Credits Option will appear on the 
screen You can adjust this option for 1,3, 5 or unlimit¬ 
ed Continues. 


Normally, you'll hove to finish eech of When you start the game, place the 
the scenenos in order Super NES Mouse into the Controller 

H port 


Xut- Wwi Si t+ An- Su* 


n VEflR m RH HR I S LIFE 






With Controllerl.sdeclthe Scenario 
Mode and press the Stan Button 


Click the Mouse Button, then select 
«iny sconeno with Controller \ 


On tho Title Screen, hold tho Select When you enter the code, a new 

Button, then press Sturt lo make the Credits Option will oppeer on the 
option screen appear screen 


□ From AqeNT #800 


On tho Title Screen, hold tho Select 
button, toon press Stert 


While you ere on tho Option Screen, 
hold Rand onterthe code 


Eoch battle lists only one round Mey 
the best fighter winl 


The Extra Mode offers pleyors a 
whole new list of options 






« 
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From AqENT #484 

Stage Select 

If you are having trouble completing the earlier stages of 
The First Samurai, use this code to explore any stage you 
want. When the Title Screen appears, press Select to 
make the option screen appear. After you set the options 
to your liking, press L, R, X. A and any direction on the 
controller at the same time Hold all of the buttons until 
the screen changes. The stage you warp to depends on 
which direction you press on the Control Pad. 



Press the Select Button whan itio Press and hold i, R. X. A end sny 
Title Scraen appears to switch 10 the direction on the Conlrol Pod. ell ®t the 
Option Screen _ soma time 



Oon'l release the buttons until the 
screen switches to the new sttge 


The stege you start on depends on the 
Control Pad direction you hold 




Pac/NG 



From AqENT #067 

Olaf Code 


Interplay has added a special code to Rock N' Roll 
Racing that lets you access an extra driver. When you 
are on the Player Select Screen, hold the L, R and Select 
Buttons while you're scrolling through the racers. The 
last racer on the list will be Olaf. one of the characters 
from the Lost Vikings game. Olaf is an excellent driver 
with a bonus m acceleration, top speed and cornering. 


Hold L, R and Select on the 
Select Screen. 



stim 


Stan « new q»ir.o snd selecl aither 3 Hold the L R end Soloci Buttons while 
one- or two-player gams you ere on the Driver Selecl Screen 



While holding the buttons, scroll 
through die list lo find CM 


ll s eesy lo stay in fronl of ih# compl¬ 
etion when you drive like Olafl 


mum 

sm 


K, 

1 



From AqENT #670 

Invincibility Code 


Agent #630 has found a tricky way to become invincible 
when you play the Confront Mode of Lazcr Blazer 
Before you begin playing, plug in Controller 1. Use the 
Super Scope to start a Confront game Press the X 
Button repeatedly until you have been hit five times. For 
the rest of the game your ship will be invincible from 
enemy attacks. 



Normally, the enemies will atteck you Before you begin pleymg, plug in 
ftstend funously whan you ploy tht Controller! Use the Super Scopato 

Confronl Mode begin the gome 










rl 
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Press the X Button on CofUroller I until Your stop will bo invincible until you 
you ve baen hit five times r*stllhegemt 
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i From Ac,ent #985 

Unlimited Hammer Bros. Suits 

If you warp up to World 6 in Super Mario Bros. 3 after 
you have found a Hammer, you can use it to open the 
way to unlimited Hammer Bros Suits. If you enter the 
pipe at the start of World 6, clear the rock on the other 
end of the pipe, enter the Mushroom House, grab the 
Hammer Bros. Suit, then Save & Quit. Repeat this until 
you have a full supply of suits! 




Wtrp to World 2, then collect the 
Hammer from the Htmmer Bros 


wwm 


Collect both of the Warp Whistles 
from World 1 


From Accent #912 

Trick Warp 

Is it possible to finish Tbe Legend of Zelda: A Link 
to the Past without getting the sword? Well* it might 
be if you use this great tnck to explore all of the areas 
of the game before you normally would. Any time 
you arc on the very edge of the screen, press the 
Select Button at the same time you leave the screen. 
If you time it correctly, the Map Screen will appear. 
When you return to the game, you will be in the exact 
same spot, only one screen over. You can use this 
trick to warp to the other side of obstacles that you 
normally can’t dear yet. If you get stuck in a wall or 
other barrier, quickly try the trick again. If you don’t 
clear the barrier. Save & Quit the game, and you can 
continue from the last building or cave you exited. 
NOTE: This trick may not work on future versions of 
the game. 




Warp to World 6, enter the pipe, then Enter the Mushroom House end col- 
use the Hammer to clear the rock on tect the Hemmer Bros Suit from the 
the other side 


Press the Start Button end choose the Continue the gome, end you II be eble 
Save & Quit option to re- enter the house and getenother 

suitl 



When you find on obstacle you cen'l Go bock one screen, end stand on the 
pass, try this tnck to open your way very edge of the screen 


Press the Select Button at the exact 
same time thol you exit the screen to 
make the mop eppeer 


When you return to the gomo, you will 
bo ;n the exact same spot only one 
screen over 



SECRET AGENTS WANTED 


A popular activity among Nintendo game 
players is developing tips and strategies. If 
you would like to share your own special tips 
with us, send them in! Choose your own 
three-digit agent number and be sure to 
include it with your codes. 


Our Address is: 

Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 
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SUPER MARIO ALL-STARS 


HOW DO I GET THROUGH THc 




FORTRESS IN WORLD 3-4? 



Dan Fluke 


1 


A s you work your way through 
the fortress, you will come to 
some places where you’ll 
have to choose which path lo lake. If 
you take the correct one, a hell will 
ring and you’ll continue further inio 
the fortress II you choose the wrong 
way. a buzzer will sound and you'll 
repeat the section you jusi completed 
If you listen for these sounds, you’ll 
qutckly find the path thai lakes you lo 
your meeting with Bowser Start by 
going past the first green pipe 



Go pastthe first green pipe Jump up on the next 
two pipts to tha highest Ifcdge on the right 



Drop down and hit the four invisible icon blocks on 
tht left Jump onto them end go to the right. 



W orld 8~2 will keep repeat¬ 
ing itself unless you find 
ihe hidden exit You'll 
come to a pool about half way through 
the stage. Just past it there is a gap and 


a red Koopa Paratroopa flying below 
a block high m the air. Jump to the 
right stdc of the gap and bounce off 
the Koopa to hil the block and cause a 
vine to grow upward After hitting Ihe 



About hatf way through the stags, you II see a Koopa Jump up, bounca off tbs Koopa and hit the block to 
Paratroopa flying below o high block make a vino oppaar 


block, hold the Control Pad to the 
right so you won't fall into the gap, 
then jump back up and climb the vine 
Once you’re in the clouds, go lo the 
right lo find the castle. 



Climb tho vmfl up into th« clouds 60 to the right until 
you roach the costlo at tho staga's ond 


64 MM KMX) POWER 






























































THE 7 


TH 




HOW DO I FIGHT THE APPRENTICES? 



F ighting other apprentices is 
difficult because they're 
always buill up to about ihc 
same level your character is, bul you 
can gain the advantage by memoriz¬ 


ing their attack patterns They vary, 
hut each uses the same pattern when 
lighting the same opponent When 
you first lighl, survive as long as you 
can and write down their patterns ol 


Richard Storms 


attack so you"II know how to plan for 
your next bouts Enemy apprentices 
might use healing spells as exira 
steps, but they'll return to their regu¬ 
lar patterns in the next rounds 



Fighimg ihc other tpprantJMS is lough work thay rt 
always at comparable exparitncn levels 



Survivu «s far mio the bout as possiblu, writing down 
the attack patte ms they use against you 



It enemies use hilling spells ihcy’ll revert lo ihcir 
regular patterns in the following rounds 



U se the Wind Rune to warp 
from town to town, looking 
lor Ihc apprentice thief who 
look the Sky Rune At each town 
step outside and look at the town in 
your crystal balk If it looks normal, 
warp to a new town, bul it it Hashes, 
there is a Rune lo he found in Ihc 
town Enter and save your game at 
the Inn. then search the town lor the 
apprentice who took the Sky Rune 
You'll have lo dcleal him or Iter to 
gel the Rune 



To find the apprentice who slole the Sky Rum, trcvcl 
from town to lown using the* Wind Rune 



It tbfl lown flushes when you view it wiih ihc crystal 
ball, enter it end search for ihe Rune 



HOW DO I USE THE RUNES AGAINST GORSIA? | 



W hen you reach Gorsia in the 
Castle of Gorfun, you must 
use the seven Runes in a 



Gorsia is i fierce tor You II nerd ihe manic of Ihe 
sivon Runas to help you succaad in your fighl 


particular order before you attack 
Use them in the following order 
Wizard, Light, Water, Star, Moon, 



Start by using the Wizard Run* against Gorsm, ihun 
use oach of Ihe others in the order listed above 


Wind and, finally. Sky Using them in 
any other order will be melfective 
Attack after using the Runes 



After using all of thr Runes mount your attack using 
your chamber's strongest offansivr movns 
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DUNGEON MASTER 


HOW DO 1 GET THROUGH FLOOR 3? 



Daw a/ Bliss 



T ips for specific locations At 
“Chambers of the Guardian,*' 
press the green gem button 
next to the cell that the Chest is m to 
teleport it to another room. Keep tele¬ 
porting it until it appears at the end of 
the hail. Open the Chest* get the 
Mirror of Dawn, and hold it in front 
of the eye to open a secret door 
At the “Matrix," step inside, go 
two screens north, six west, four 
south and one west Push the switch 


to open the door, then go one screen 
east and three south to find the hid¬ 
den room 

At the ‘'Room of the Gem,'' place 
an item on the trigger to close the pit, 
then cross over and flip the switch 
Find the Blue Gem and bring it back 
to open the other door 

Sec Volume 54 for tips on the 
“Cast Your Influence, Cast Your 
Might" message and the “Time is of 
the Essence’ door 
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MEGA MAN IS 

HOW DO I GET ITEMS INSIDE THE 
UNBREAKABLE BLOCKS? 



fc 

f Y ^ 


Jean Crathers 



Y ou must defeat Ring Man and 
get the Ring Boomerang 
before you’ll be able to col¬ 
lect the items from the unbreakdblc 
blocks The Rtng Boomerang is an 
awesome weapon that you can shoot 
out in any direction It's capable ot 
passing right through the solid stone 
blocks, picking up the items inside, 
and returning to you carrytng the lit¬ 
tle treasures To defeat Ring Man. 
jump lo avoid the rings he throws, 
then slide under him and lire at him 
from behind 



To gel Ihe Ring Boomerang beat fling Men Avoid 
hts rings ind wait tor a chsnce to slidi under him 



You cm ihiowthe Ring Boomerang in all (Unctions 
Use n to colloci lhf Homs inside unbro.ikohl« blocks 



HOW CAN I MAKE IT THROUGH DR. WILY'S SHIP? 



I n Part 2 ol Dr Wtly's Ship, there 
are two hidden areas that are 
filled with Power-Ups Finding 
the a r c a s and collecting the 
Power-Ups will help you succeed in 
reaching Dr Wily in a healthy 
enough condition to put up a good 
light. To find the secret spots, look 


for two blocks that have "■+*■" marks 
on them You'll hnd the first after 
defeattng the egg-throwing duck and 
the second after defeating the floating 
eye that is the guardian for the stage 
Go down one screen from the fighitng 
duck to find the first block and go to 
the right after beating the boss to find 




After you defeat the tighung duck, godown one 
screen lo lind Ihi block Ihe 'V on il 


You II hevt to defeat the floating eyeball before you 
can saerch tor the second *V block 


ihe second one Use your Charge 
Kick to break through the “+" blocks, 
then start collecting the goods that 
Proioman doles out When you've 
collected all of the Power-Ups. 
Protoman will disappear. Now you 
can continue your quest to hunt down 
the nefarious Dr Wily. 



After you beat up the big eye, go all the way lo the 
right nnd drop down one screen lo find the V block. 


PUZZLED? PERPLEXED? PERTURBED? SOLVE YOUR PROBLEMS BY CALLING THE PROS! 



WRITE TO: 

Counselors’ Corner 
P.O. Box 97033 
Redmond, WA 
9B073-9733 

CALL: 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon -Sat., 4 00 a.m 
to Mtdnlsnt and Sun., 
6-00am to7.00p.m. 
Pactftc time. 
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A step-by-stef suidf, to: 

STARTOOF1CS 


This Counselor’s Comer Extra is for anyone who has ever 
been stuck in Staitropics. We reveal every step of the game, 
so use it as a reference when you find yourself in a bind. 


\ 

A 

V 

v 

\ 

Hick 


by 


CHAPTER 1 - PRELUDE 



I When you begin, walk to the left and 
enter the small village of Coralcola. 
Go into the large building on the left 
and talk to Chief Coralcola to receive 
the Island Yo-yo. 

2 Talk to everyone else in the village 
After you speak to all of the 
islanders, the man blocking the upper 
right building will move out of your 
way. 

3 Enter the top nght building, talk to 
the Shaman, then enter the Island 
Tunnel. 

4 Defeat the C-Serpent inside the 
Island Tunnel then exit 


5 Travel north then east as you work 
your way to Dr. J’s lab Along the 
way you will run into Bab2oo Talk to 
him to receive the ID Code to start the 
Sub-C. 

6 Continue south and enter the lab 
You will automatically board the 
Sub-C, ending the chapter. 


Island Tunnel 

From the Entrance 1 

O Work your way Up 1 1 rooms 
© Defeat the C-Serpent © Continue 
Up three rooms to find the exit. 

How to defeat the C-Serpent 

Stand on the center block and shoot 
the C-Serpent in the mouth when it is 
open. If it shoots fire at you, quickly 
jump to the left or right to avoid 
being hit. 




CHAPTER 2 - DOLPHINS 




I When you begin, travel east in the 
Sub-C until you encounter the 
Female Dolphin. Agree to help her find 
her son, then continue traveling cast. 


2 When you reach the island, steer 
the Sub-C through a tunnel and 
dock to the east of the Lighthouse. 


3 Talk to the man inside the 
Lighthouse then return to the Sub-C. 

4 From the dock, go one space down, 
all the way to the right, all the way 
down, all the way to the nght, through 
the wall, one space down, right and 
through the wall, then down to the dock 


5 Enter the house south of the dock 
and talk to the woman inside. You’ll 
leam about a Bottle on the beach 


6 Walk down to the beach and follow 
it around to the upper right Walk 
left through the wall to find the secret 
cave Walk through the cave and collect 
the Bottle. 

7 Return to the Sub-C. The ID Code 
you found in the Bottle will allow 
you to make the Sub-C dive by pressing 
thcB Button. 


8 From the dock go all the way up, 
submerse the Sub-C. go one space 
up, one space left and dive again. 



9 


Go right, up through the tunnel, 
then dock the Sub-C. 


A ft Walk as far south as you can, 
1 W then walk through the moun¬ 
tains to get the Big Heart. 


A A Walk to the northeast comer and 
I I enter Octo’s Lair. Defeat Octo 
and save the dolphin. 

Octo's Lair 

O Work your way up one room, all the 
way right, and up one room © Work 
your way to the left two rooms then up 
one room. © Go to the left side of the 
room then up to the next room. 0 Go to 
the left side of the room, go right through 
the wall, walk up, right through the wall 
again, then go up to the next room. 0 
Continue up one room, all the way to the 
left, and up to the next room. ® Continue 
up two screens, go left through the wall 
and collect the Snowman @ Go up two 
screens and defeat Octo the Huge. 

How to Defeet Deto the Huge 

Jump back and forth across the bottom 
of the screen, avoiding Octo’s shots 
until he comes down to the bottom of 
the screen. Use the Snowman to freeze 
him when he comes down, then nail 
him as fast as you can with either the 
Yo-yo or the Baseball Bat. Repeat the 
process until he's defeated. 
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1 Travel east to the small cabin and 
replenish your energy. Continue east 
and enter the Miracola Tunnel. Work 
your way through tt, then continue 
north to Miracola Village. 

2 Talk to everyone in ihe village* Lhen 
enter the Chief s hut Agree to help 
his daughter, then enter through the top 
of the hut and see Banancttc. 

3 Exit the village, travel east and 
enter Magma s Molten Tunnel. 
Defeat Magma and exit the tunnel 

4 Travel north to Shecola Castle. 

Walk around the outside wall to 
find a set of stairs Go down the stairs 
and talk to the Fortune Teller. She will 
send you to the Ghost Village 

5 Go north through the mountains, 
grab the Big Heart and continue to 
the Ghost Village 



6 In the village look for the tomb¬ 
stone in the upper left area that is a 
slightly different color. Walk into it to 
enter the Ghost Tunnel. 

7 Inside the tunnel, defeat Maxie, 
then exit. Outside, you will find the 
Crystal Ball in the dried-up pond. 

8 Return the Crystal Ball to the Fortune 
Teller. Your appearance will be 
altered so you can enter Shecola Castle. 


9 


Enter the Castle and talk to every 
one. You will get the Shooting Star 


-4 f\ Exit the castle and head west 
I U through the West Tunnel On 
the other side walk straight down, then 
left through the mountain. 


-4 -4 Exit the mountain, go souLh,and 
I I enter the Hermit's Mountain. 
Find the Hermit to get the cure for 
Bananette. 


Miracola Tunnel 

Go up seven rooms, right one room, up 
one room, then exit the cave. 

Magmes Molten Tunnel 

©Work your way up two rooms, left 
two rooms, up two rooms and down the 
stairs © Go down the stairs again. © 
Go right one screen, up two screens, all 
Lhe way to the right and up to the next 
room o Work your way up the right 
side of the room and exit the door at the 
top © Continue up one screen, defeat 
Magma, go right one screen and exit the 
cave. 


How to Defeet Megm 


Magma can not be damaged by your 
weapons. To defeat him you must find 
both Switch 
Blocks in the 
room and 
reveal the red 
plungers. 

When you 
step on both 
plungers, he 
will be 
dumped into the water. One switch is in 
the upper left comer and the other is in 
the lower right comer of Magma’s plat¬ 
form. 
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Ghost Tunntl 

© Go up one room, left one room, all 
the way to the left, then down two 
rooms © Collect the Rod of Sight and 
continue down two rooms, right one 
room, and down one room. © Defeat 
the pink slug and push through the wall 
to the right. © Go to the right two 
rooms, down two rooms and collect the 
Lantern ® Go back up two rooms and 
nght one room. Use the Lantern to work 
to the right two more rooms. © Go up 
four rooms, right four rooms, down two 
rooms, left one room and defeat Maxie. 
© Go left one room, up one room and 
jump on the switch until the exit 
appears. 

How to Defeat Mexie 

First, use the Rod of Sight to make 
Maxie appear. Use continuous shots 
with the Bob to take her out quickly. It 
will take 30-40 shots to defeat her. 
While you're shooting, move across the 
bottom of lhe screen to avoid being hit 
by the cannons. 

WestTunnol 

© After you have talked to everyone in 
Shecola Castle, jump on the trigger ten 
times to make the bridge appear. © Go 
up one room, left one room, down one 
room and left three rooms © Go up 
one room and exit the cave. 

Hormit's Mouttoic 

O Go up one room, right four rooms, 
up one room and take the stairs. © Go 
nght one room, all the way to the nght, 
then up three rooms © Go nght three 
rooms and take the stairs © Go up four 
rooms, right two rooms, down one 
room, then press left through the wall. 
© Jump onto the water spout to find the 
Hermit. 


CHAPTER 4 - CONFESSION M%\ 


Sail ea,st to the island, dock the Sub- 
C and enter the village of Tunacola. 
Talk to Bait, exit the Village and 
reboard the Sub-C 

2 Sail east and get swallowed by the 
whale. Find the lighter and light the 
fire to escape 

3 Outside the whale, enter the code 
747 to end the chapter. 


To the Lighter 

© From Baboo, get in the Sub-C and 
take the upper nght path. Continue until 
the path splits, then go right © Go all 
lhe way right, down, right, then take the 
first path up. At the top, dive. © Go up, 
left, down, one space down, one space 
left then dive. © Go up, left, up to the 
intersection and left again © Follow the 
path left down, then nght © Go all the 


way down, all the way left, up one space, 
left through the wall, all the way down 
and exit the Sub-C. 0 Walk down, nght, 
up, right and collect the Lighter 
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%l CHAPTER 5 - CAPTAIN BELL I 


I Dock the Sub-C and enter the vil¬ 
lage of Bellcola. Talk to all the vil¬ 
lagers, then sec the Chief. 

2 Exit the village and return to the 
Sub-C. Travel cast along the coast 
until you find a dark spot in the water, 
then dive 

3 Move up one space and dive again. 

Go north 12 spaces, then go left 
through the wall and dock the Sub-C. 

4 Go to the Fishman’s Hut, get the 
Fresh Worm and return to Bellcola 

5 From Bellcola, go west through the 
trees and talk to Peter the Parrot. 
Talk to him and give him the worm. He 
will tell you the musical sequence that 
you must play to get into the memorial. 


all the way to the left, then follow the 
path through the mountains. At the end 
of the path, push left through the moun¬ 
tains. 


7 Inside the cave, walk up one step, 
left two steps, up one step, then two 
steps left into the secret passage. 
Follow the passage out of the cave and 
enter Captain Bell’s Memorial. 



8 Play the giant piano. Step on the 
keys in the following order. 1, 3, 5, 
4, 1,3. When the fire is gone, lake the 
stairs. 


6 Return to the dock near the Q Work your way through the cave 
Fisherman’s hut. Go up the stairs, and free Captain Bell’s ship 


Captain Ball's Cava 

O Go up one room, left five rooms, up 
one room, then walk up and full 
through the floor © Take the lower 
right stairs back up. walk five steps up, 
left through the wall, iwo steps left, 
one step down, and left through the 
wall again. © Go down one room, left 
four rooms, down two rooms, left two 
rooms, and up 
two rooms © 

In the room 
with the big 
purple ene¬ 
mies, use the 
Rod of Sight to 
reveal a ghost. 

Hit the ghost and exit the room to the 
left. © Continue left five rooms, up 
one room then nght through the wall. 
© Walk up, go back to the left through 
ihc wall, hit the switch and finish the 
stage. 




CHAPTER 6 - REUNION 



I Sail east to the large island, move 
ten spaces down from the lop of the 
island, then sail nght through the island 

2 Dock the Sub-C and visit the village 
of Howduyadu-Cola. Talk to all the 
villagers, then rcboard the Sub-C. 

3 Sail northwest from the village until 
you can find a place to submerse the 
SubC. When you resurface, move right 
five space, down two, and dive again. 

4 Dock on the island below you and 
take the stairs to find a Big Heart. 
Return to the Sub-C, sail east through 
the narrow passage and locale the island 
with the hut on it. Sail south to the cres¬ 
cent shaped island and push right 
through the center of the island 

5 Sail south to die small islands in die 
arrow formation. Enter the second 
submerge spot from the left Sail down 
and left, then take the bottom set of sub¬ 
merge lines. 

6 Travel to the left and dive again Sail 
up to the left side of the big island, 
then push right through the island. 

7 On the other side of the island, sail 
eight spaces right, five spaces up, 


then submerge. 

8 When you are underwater, travel to 
the upper left cave and enter 
Turboss Cavern. 

9 After finishing the caverns, follow 
the path to the right, take the first 
path up, the first path right, and follow 
the path to the entrance of Big Rock 
Cave. 



Turboss Cavern 

© Go up three rooms, left two rooms, 
up two rooms and defeat the Giant 
Turboss © Grab the Anklet then exit to 
the left Go up 2 rooms and push 
through the left wall © Go up one 
room, left one room, all the way to the 
left, up three rooms, then defeat Broken 
Joe © Continue up one screen and exit 

How to dsfeot Giont Turboss 

Ju mp back and forth on the three center 


bottom tiles to avoid the shots Hit the 
boss when it comes down to you. You 
will be able to keep from being hit as 
long as you keep jumping. 

How to defeet Broken Joe 

Use the Baseball that you find in the 
cave to defeat the statue. Throw the ball 
when the mouth is open. Stand at the 
bottom of the screen and jump over the 
snakes as they approach you. 

Big Rock Cave 

©Go right through the wall, up seven 
rooms, then left one room © Jump up 
to the next room, move to the left, jump 
down one room, move to the left and 
push throueh the wall to ihc left side of 
the room © Go left one room, up eight 
rooms, left one room through the wall. 
© Go down two rooms, left one room, 
up two rooms and defeat ihe Twin 
Statues. 

How to defeat the Twin Stetuos 

Activate the Asterisk weapon and stand 
on the center block closest to the top of 
the screen. Shoot the blades up and split 
them when they are between the two 
statues. This will damage both of the 
statues at the same time. Jump up to 
avoid being hit by their shots. 


70 NINTENDO POWER 















1 Defeat the Jump-Pack Jumper and 
find the first Cube\ 

2 Defeat the Osteroid. 

3 Find the second Cube in the Space 
Ma/c 

Finding the Jump-Pack Jumper 

O Go up and enter the space ship Once 
inside, go up three screens and collect 
the Vitamin X @ Go right one screen, 
down one screen and jump on the left 
teleporter © When you reappear, take 
the lop teleporter © Jump to the left 
and collect the Medicine, then go right 
one screen © Punch through the top 



wall and grab Vitamin X, then take the 
teleporter on the previous screen, 
© Take the right teleporter, then go 
down two screens 0 Go left one 
screen, continue all the way left, collect 
the Gun, then lake the left teleporter. 


© Take the right teleporter, go left and 
defeat the Jet-Pack Jumper © Exit 
through the upper wall, lake the right 
staircase and grab the first Cube, 

How to difiat tho Jump-Pock Jumpers 

Use the Gun, Super Nova or Spiked 
Bools and attack them from the sides. 
There isn't any set pattern to defeating 
them, so keep moving* 



Find the Qsterotd 

© Go up one screen, right two screens 
and punch through ihe top wall. 

© Collect the Medicine, go back down 
one screen and continue to the right two 
screens © Defeat the enemies, extt 
through the upper wall and take the 
teleporter 0 Defeat the enemies and 
exit through the nght wall © Go right 
three screens, defeat the enemies and 
exit through the right wall. © Go up 
one screen, right four screens and defeat 


the Osteroid 0 Continue through the 
upper wall to enter the Space Maze 



How to defect the Osteroid: 

Use the Super-Nova to push the 
Osteroid to the right side of the room In 
the middle of the bridge there is a hlock 
Hit the block to make the switch appear, 
then jump on the switch to collapse the 
bridge. Push the Osteroid off the bridge 
with the Super-Nova, 

Spece Maze 

O Go right, down, right, up, right, up. 
take the second right go up and then 
lell to the stairs @ Follow the passage 
to the next set of stairs © Go one step 
down, all the way to the nght, up, nght, 
up, right, down, then left to the stairs. 
0 Follow' the passage to the next set of 
stairs, © Go left to the stairs © Follow 
the passage to the next set of stairs. 

& Go down and get the second Cube, 



CHAPTER 8 - FINAL BATTLE 



I Go up two screens and Battle 
Zoda, then exit through the left 
wall 

2 Go all the way to the left then 
down one .screen. 

3 Continue left two screens and 
defeat the Computer Core 

4 Exit through the left wall, go up 
lour screens und battle the second 
Zoda. 

5 Collect the third Cube to finish 
the game 1 

Howto defeetZode 

Collect the gun in the upper nght cor¬ 
ner of the room, then attack the head 
whenever it appears Run to the oppo¬ 
site corner of the room w henever the 


hand appears. Avoid the hand at all 
costs! 



How to difeot the Computer Core 


Stand on the trap doors in the top cen¬ 
ter when they are closed and shoot at 
the core with any weapon Jump off 
the trap doors when you see the one 
in the lower comer open Repeat this 
process as fast as you can to keep the 
Core from healing itself 


How to defeotthe second Zodo 

Try to keep your distance and shoot 
Zoda with your Super-Nova or Gun. 
Keep moving to avoid his shots. If 


you can trap him in a corner 
be able to defeat him quickly. 

, you'll 
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T he challenge is on, and the response is great 1 Some of 
the best players around are sending in their scores and 


achievements. Do you think you can do better? Then 
send us your scores and show off your skills 1 


CHALLENGE 


SUPER EMPIRE 
STRIKES BACK 



What’s the Highest Score you can 
get while defeating the Empire? 


IJ$* your Force 
Powers wisely? 



TETRIS 2 


Send us vour all-time best Score. 


Th" hrpher hviits of 
Ihisoama an* lough' 


SOLDIERS OF 


FORTUNE 


How much money can you collect 
during the game? 



The less alien you 
build up the more 
money you II hive 




SUPER MARIO KART 


What is your best time on the 
Rainbow Road? 



8rw2ie' You can I all 
riqht oil of this irack 1 


TOP RANK TENNIS 


How soundly can you beat Master 
Joe, the top-ranked player? 


* 

I J- 1 






Knock lhn bill rnto 
lhe comers to keep 
him on thu run 


L 



NHL STANLEY CUP 


What is your widest margin ol vic¬ 
tory in u one-plaver game? 



I i m ip your oppo 
- rs liom sconnp 
AflMte you rack up lhr> 
scora 


1 


SUPER POWER CLUB CHALLENGE 


0 ^ T 


The top 25 players that best meet the monthly challenge 
will be awarded 4 Super Power Stamps for use towards the 
purchase of Super Power Supplies Send all eligible 
entries to the address at right. The entries must 
include the following; Name, address and Membership 
Number of the player and a photograph of the completed 
challenge (which includes the system in the photo). 
All entries must be received by March 31, 1994. 
W mners will be printed in a future issue of Nintendo Power 
and will be notified by mail. All scores printed are 
decided by Nintendo Power Staff. All decisions are final. 


METAL COMBAT: 
FALCON’S REVENGE 


What is your best lime on the High 

Level of the 
l ime Trial 
Mode? 


• N It 


sJ 






Take oul all three ST s as 
fssi as yon can' 
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POWER PLAYERS 


SUPER STAR WARS 


Finished the game. 


Josh Little 

Finished 

Bellevue, WA 
Kevin Heimbergcr 

Finished 

Hacienda Heights, 

CA 

Brooke Larkin 

Finished 

Addison, IL 


Andrew Gates 

Finished 

Jndialantic, FL 


Joey Rispoli 

Finished 

Honolulu, HI 

-mm 


GOLF 

Lowest Scores. 


Alan Tolman 

*8 

Denver, CO 


Lance Keller 

Long Beach, CA 

-6 

SUPER BLACK BASS 

Biggest bass anight. 


Aaron Freeze 

25lbs 7oz 

Virginia Beach, VA I 

David Murawski 

24lbs !4oz 

Lake Zurich, IL 


John Oorton 

24lbs 1 loz 

Speedway, IN 
Pamela Hodge 

24lbs 9oz 

Tampa, FL 

Jason Hasty 

24lbs 9oz 

Hanna City, IL 
Vernon Oe La Veryne 

24lbs 4oz 

Sumner, WA 



SHADOWRUN 1 

Lowest body score at the 

ij 

game’s end. 


K.C. Scott 

12 j 

Spokane, WA 


Elwin Ranson 

13 

Stan wood, WA 


Rich Smith 

13 

New York. NY 


Jeff Cross 

14 

Tempe, AZ 


Greg Clark 

1 / 

Edmonton, AB 

( 

Phil Olsen 

k 

Jersey City, NJ 



BART’S NIGHTMARE 1 

Best report cards. 

— 

1 

James Sakai 

A+ 

Richmond. CA 


Tracy Michcau 

A+ 

Hoquiani, WA 


Tim Frank 

A+ 1 

Sterling, IL 


Justin Walsh 

A- 

Eustis, FL 


Mike Harris 

A- 

San Francisco. CA 


Oedi Hubbard 

B+ 

Laguna Niguel, CA 


Andrew Johnson 

B+ 

Kansas City, MO 


Jacques Crocker 

B+ 

Orchard Park, NY 


Eric Bengfort 

B 

Gainsville, TX 



DESERT STRIKE 


Highest Scores on Mission 1. \ 

James Schneider 

895,200 1 

Jackson, Ml 


Jared Exstrand 

893,200 ] 

Kingston, NY 

Neil Thompson 

890,780 | 

Queens, NY 


Richard Knuegcr 

889,200 

Sheboygan. Wl 



NES OPEN 


TOURNAMENT GOLF 1 

* 

Best Scores on the I’.S. Cnurse. 

Rich PeMiaw 

-19 | 

Omnha, NE 


Michael Zumwalt 

-19 ! 

Omaha, NE 


Andrew Finkle 

-17 

Houston, TX 


Justin Reid 

-11 

Louisville, KY 


TETRIS J 

Highest Scores, 


Mark Firstenburg 

540,147 j 

Littleton, MA 


Steve Raymond 

170,872 

Areata, CA 


Davis Kohl 

134,324 

Northhome, MN 


Greg Aloe 

128,271 

Madison, CT 


Phil Black 

126.334 

Dallas, TX 



I CAN BEAT THAT SCORE! 

Semi us your name and address witb a photo of your 
accomplishment! To take n photo of an NES or Super 
NES game, use a 35mm camera without a flash. Turn out 
the lights in the room, hold the camera steady and shoot 
your best shot! To take a Game Boy photo, place your 
Game Boy on a flat surface, then take your photo using 
natural light Make sure the system is included in your 
photo. Nintendo is not responsible for lost or 
late mail. All scores printed are decided by the 
Nintendo Power staff. AH decisions are final. Send to 




NINTENOQ POWER PLAYER'S CHALLENGE 

PO Box 97033 
Redmond, WA 98073-9733 
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A HOME OF 
HIS OWN 


Wano was foiled in his attempt 
to take over Mario's castle in 
Super Mario Land 2. Now he 
stars in a battery-backed, f 
forty-level adventure of /v. 
his very own—will Nin- w 
lendo ever let him be the £ 
keeper of his own castle* 


Nimt 














WARIO LAND 

SUPER MARIO LAND 3 


HARD 

HAT 


Wano's regular dome-topper 
is a Hard Hat that gives him 
the ability to bounce enemies 
ofT the screen and break 
through brick walls using a 
powerful Body Slam. 


Wtiin hes wunng tha Haiti Hoi Wano 
can bftiak through bricks by dishing into 
thorn twet 


BULL WARIO 


Bull Wano can break bricks with a single dash, 
up-end enemies by stomping the ground, and 
slick into the ceiling with the helmet’s horns. 




SYRUP CASTLE 


NHiumdo 


I'OLUML 




Wano gets all hred up whan nu 
wtars ihi Dragon Hal. He can bum 
his way through walls end enemies I 


Jet propelled Wano is speedy He can jump 
higher end run faster than the rthar f ms of Wane. 


After being soundly beaten when he tried to lake over Mario's 
castle, Wario figures that there must be an easier way to get a 
castle. Plan B involves stealing treasure from the Brown Sugar Pirates, lie’s 
sure that they are hoarding enough plunder to finance the buildi ng of a castle 
so grand that Mario will be green with envy, so he sets out for Kitchen Island 
and buried treasure. As he explores the island and tangles with pirates, he 
dons a variety of hats that give him special abilities. 


ID LAND 


GARLIC POT 

The Garlic Pol is a 
Fowcr-Up Its effect on 
Wario depend 1 - on what form he’s in 
when he. finds IL Small Wario be¬ 
comes big. big Wario become Bull 
Wano 


ick up i Girlie Pot If Wano's small ha'll g«t tha 
Hard Hat If ha's biy, hi btcomac Bull Wano 


'/ . ■/. 


STOVE CANYON 


With the Bull hat Worm 
can break Ihrough bricks 
and stick to tha cwltng. 


DRAGON WARIO 

The Dragon Hat is one hot item 
Wario can't dash while wearing the 
it but he won't need to—he can burn 
his way ihrough bricks and fry his 
enemies with fiery breath 


JET WARI 

The Jet Hat lets Wano fly 
for short distances. If he, 
flies into enemies or walls, it 
has the same crushing 
effect as the Body Slam does. 



























































































The first place Wario explores when he 
reaches Kitchen island is Rice Beach, where 
he lands. Barrels left behind by the pirates litter the 
seashore. The first enemies he meets seem tame, but 
the Rice Bench boss is big and mean. 


KITCHEN 
TREASURES 

Wano mostly warns vo toiled coins to build thal 
castle, but there are other goodies to find, too . 


LEVEL 1 


»//// 

S’//// 


The first stage is a breeze. Wario bops along, breaking 
blocks and bounding over barrels. Later, after the tide 
comes in, return to this area and explore one of the 
ewes after it fills with water. 



COINS 

It lakes lots of 
dough to build a 
castle. Defeat 
anemias and break 
blocks to find corns. 

KEYS 

Ust ihe Kpys in tha 
levels where you find 
them te open lbs 
locked Skull Doors 
that Mock the way 



★ 


HEARTS 

Defeating an enemy 
earns one Heart Poult 
but uch Htarl is 
worth Ian Earn 100 
points for a 1-Up. 

STARS 

Stars make Wano 
invincible for a brief 
ptnod Ha con run 
really fast during 
that time too 



Some levels, including this one. have midpoints that you 
Gin restart from if you can’t complete the entire level in 
one try. Watch out for fading ledges! 


9009 



TOB 





MU 


DISAPPEARING ACTS 



Watch your step 1 The 
ledges in this area fadw 
in and out. You’ll fall to 
the ground when they 
disappear. 

QX3X3X 


2 DROPPERS DROP BY 

Droppers hug the undersides of ledges If you 
have the Bull Hat. jump and press down as you 
land to stomp, which will make them fall while 
you're still a safe distance away 



■ ■ .■■■■> 
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WARIO LAND 

SUPER MARIO LAND 3 


When you come to the end ot Level ! 
see a statue and a Pcnkoon 


vou'll 
• 

When the Penkoon tosses it coin at the 
statue, a door will open below it Y^j 
can do the same by pressing Up ano^ 
B Toss coins at all statues Some will 
open doors; others will save 
vour game at a midpoint 


B CKiKJK> 


qK»»o 


3CJKK» 


w 'r 

V VL W 7/' 
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Press the A Button rapidly to stay up near th 
lop, away from the piranha plants 


300 

J)OC 


3)000 


walls of blocks and some foiling Pounccrs await 
you us you near the end of the section. 


levii 3 


Shifting sands make the going tough in Level 
3, As you can tell from the double circle on 
the overworld map, there are two exits for this 
level. You won’t be able to find the second one 
until the area floods, though. Let yourself be 
pulled down the sand chutes to reach the under¬ 
ground rooms, where you’ll find pirates* treasure. 


LEVEL 4 


In the first partof Level 4, you’ll be racing against a giant 
Ikiunccr as you break your way through walls of blocks, 
It helps if you have the Bull Hat, so you won’t have to 
strike the blocks twice, Midway through you’ll reach an 
opening, Jump up to the ledge above and wait for the 
Pbuncer to catch up so you can ride it to the right More 


START 


000 


t CATCH A RIDE 


When you reach the opening.jump up to the ledge and 
wait for the Pouncer flop on and ride it over the lava 
pools lo the right watching for spikes and bats 


As yvu ride over (he lavs pools duck to avoid (he spikes on the undersides of Ihi 
blocks Pick up a Heart and a Garlic Pot by tapping the foe* blocks ovwbead ind 
quickly lumping up to grab the dims then hop back into Ihe Pouncer 
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The landscape changes dramatically in some of the 
levels after Rice Beach floods. Return to Level 3 and 

Hwgrn swim past the original exit to 
——i£Sj find a second way out. 


OOO 


3 COllECT 
TEN COINS 


If you hit an enemy once to 
stun it, then pick it up and set it 
where a Pouncer can smash it, 
you’ll cam a ten-coin piece 
Try this with a Pirate Goom. 


The bat-like creatures in this area are nasty. They 
have sharp, spiked tails that they jab at you with 
Either hit them from underneath or jump early 
enough toclear the tail and bop them on their heads. 
Take them out before trying to collect coins. 


<3K3K3> 

CDCD<3> 


Stun a Pirate Gocro and put it undor a 
Fcuncnr It's a quick way to earn coins. 


KOUVM 




















































































SPIKED PIRATE 


The Spiked Pirate is big and fast When it changes into a small turtle shell, 
it darts quickly back and forth, then up and down. Jump over it as it goes 
from side to side, then bop it from below when it floats up You can also hit 
it on the head or bash it when it’s in its pirate form. 


aooo 


SPIKED PIRATE 


Break the blocks to uncover 
a door that leads to a switch 
Hit the switch to make the 
solid blocks around the 
V face blocks disappear 


The Spiked Pirate is big and fast W hen it changes into a small turtle shell, 
it darts quickly back and forth, then up and down. Jump over it as it goes 
from side to side, then bop it from below when it floats up You can also hit 
it on the head or bash it when it’s in its pirate form. 


m mm mm 


DO stiirfc for Dangerous Due*, era tfts one hts 
a fort sflituot ta boot Hit » ptrats guard and 

be throws a bcom- 
eing. Stand off the 
barrel irnhl he pitches 
the bwffiemn®. thw 
pounce on him. 


ft couple if Sparse* are tongtag out ui thro mm 
Jump the fire) one that approach** end crew! under 
the Week in the 

center of the mam * WWW*- 


TOB 


A V r Level 5 is the lust of the Rice Beach stages. You'll 
finish the level by confronting the first boss in the 
kv game, a big spiked Pirate Koopa. He's not only vicious, 

he's fast on his feet. 
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LEVEL 


330 


CRAZYCURRENTS 


The currents pull you every 
which way, but if you have a Jet 
Hat, you can swim against them. 


You mod th* Jet Hal w reich the 
exit on the upper level It will ttko 
you to Sherbet Land 


Stand on the platform to the left 
of the coin arrow Jump diago¬ 
nally up off the screen, then use 
the Jet Hat Keep holding diago¬ 
nally to land near the upper exit 


Mount Teapot is aptly named. It has 
six areas to explore, and the region’s 
boss sits high atop the teapot, on its 
lid. The enemies that Jive in and about 
the mountain are more ornery than those 
you met up with at Rice Beach, so clearing 
these levels is more challenging. A secret 
exit leads from here to Sherbet Land 


Instead of fighting the current 
to reach the blocks and door 
under the platforms, jump off 
to the right and let the current 
pull you back to the left to 
reach them. Watch out for 
those pesky Pinwhcels. 









































LEVEL 


930)9 


Don’t descend the ladder without looking where you’re going 
There are Pirate Gooms hiding in the walls, and they'll slab 
you with their spears if you get in their ways Wait until 
^ they turn their backs before you continue 


2 FAST-FROZEN FOES 


You'll see enemies frozen into walls and platforms all over the 
island Don’t waste your timv trying to defrost them They’re 
frozen fast—not even the Dragon Hat will thaw them 


You cm continue to progress in the game without going to 
the island, but it's a side trip that’s well worth the detour, 
it’s a freezing cold place, so you’ll have to negotiate slippery 
surfaces as you explore. There are Treasure Chests to be found 
here, and, if you beat the area’s boss, you’ll get multiple 1-Ups. 
Of course, said boss is a prickly penguin that’s very difficult to 
fight, so you’ll have to earn those I-Ups. 


Like all of the levels on Sherbet Island, Level 15 is an icy 
one. You’ll have to take care not to slide off the edges of 
ledges and platforms. Keep in mind that you’ll slide 
when you land from a diagonal jump, but you won't if 
you jump straight up. There are two exits to discover as 
you explore vertical and horizontal areas. 
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GKDCK0 


You cm celled moss coins wilh ihc Jel Hal hoi if you hevs tht Bull 
H«1 you con hen| fram the ceiling when things get hairy 


333 


3(JK> 


3*3*0 


00300 


If you lake the first exil you come io you II he able lo 
continue to Level 16 anolher icy siege where you II find 
• Treasure Chesl and two more cxils—ons of which is 
vwy iifficull to locale 


After you Inp the switch ga pisl the first exil and 
continue its ihe left when you II find some new steps 
leading up io e door Go through (he door end trip 
another switch lo find the second axil 


You II have H watch ynttf steu 
Hot With kc underfoot, its 
easy to stale mtu enemies nr 
off edges. If you love the Jut 
Hal ywj can fly rwr the ice 
'mu id el Nipping oral sliding 
along 


SUy well abeve the spikes wt yuur way te die room 
it the right After you trip the mystery switch mud® 
the door, you can walk hack to the dwv on the raw 
of Nocks that suddenly appears. 


SHERBET ISLAND 
LEVEL IS 


■■■ 


r 2 COIN COLLECTION 

MtiHiWpHH 



i 

I li\ hard to collect all ol the coins in this arc \ without Wear- | t 

1 mg the Jet Hal Work your way over to the right 





































































LEVEL 


300 


030 


The action heats up in Stove Canyon, where lava beds and 
fireballs abound and mining cars are the mode of transporta¬ 
tion, There are also lots of those Demon Bats with their 
razor-sharp tails that swoop down to impale unwary treasure 
seekers* and the region's boss is a big hot-head who breathes fire. 


Timing is tight as you dodge Demon Buts and leap 
from mine car to mine ear in this level. You’ltencoun- 
tcr Spring-lips; springs that send you sailing high into 
the air, for the first lime here. 


s//// 


The SS Teacup is anchored just off the sou theast coast of the 
island. As you’d expect, there are lots of Pintles on board. 
What you might not be prepared for arc the alligators with 
their lightning-quick, snapping jaws and the dive-bombing 
birds. Prepare to explore both underwater and on the beach. 


You’ll come up against some new enemies on board 
the SS Teacup. There's a Dragon Hat in the face block 
on the right, beside the entrance to the level. Be sure 
to put it on for maximum protection. You’ll also need 
it to break the underwater bfocks. 
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Jump fmm tha mini car at tha vary last 
momam to reach a Spnng Up SpnnQ up ft Exit 2. 


0*00 




ooo 


1 ’ oo* 


Use your Dragon breath to break 
the blocks between the posts, 
then enter a hidden room through 
the door you uncover. Hit the 
switch block to make a ladder 
appear Climb to the coins. 


oooooooo 300 


300 


3000 


3000 


OOO 


303 


003 


OOO 



o 3 o Q( ^ 3 
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COCOCO JJ zxxxxo oocooo 
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1 CLEAR TRACKS 


You were able 10 walk on the mining car tracks 
you’ve seen in other areas, but don’t try to step 
onto the tram tracks Keep up with the train and 
keep your feet firmly on the car 


Timing these jumps is tricky The cart runs 
under the blocks, but you have to jump 

over them to pick up i))( I) - 

coins It’s easy to 
miss the second 
block as the screen 

scrolls, so jump di- r-j 3Spr 

agonatly to skip TO TO 

every other one —* - *—w - ~v > - 


Parsley Woods is a huge area, with lots of trees and other 
obstacles. The pirates’ mining operation is located here, 
so there a re many underground stages to explore and min¬ 
ing ears to ride. Dangerous Ducks guard many of the ears on the 
train that runs through the area, so keep an eye out for the 
deadly boomerangs they throw 


> All aboard! The train's pulling out of the station in 
I cvei 33. and you're a passenger. The stage scrolls right 
a ^ on l? a nd you have to keep up with it, so keep moving. 
Don’t let any of the DDs knock you oft' the moving 
wwwi cars—you’ll be a goner if they do. 


START 


fuull gti a uptime pan way tiuwoh in* nair 
trip Sa sura la taw yaw |nmi at Itw 
miiptim-tK* skomI half is am haniar than 
the fit* wm. 



i ^ 
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OTHER 

PARSLEY PERILS 


Parsley Woods is the game’s 
largest area. There arc sev¬ 
eral new enemies here, in¬ 
cluding spearfish and trees 
that drop spiked bombs. Be 
sure to seek buried treasure 
in the underground areas that 
abound in the woods 


Don’t think you’ve seen the last of the tram when the caboose 
fades in the distance. There’s a train level ahead that’s even more 
difficult than this one, so hone your tram-riding skills here 




You doit'1 turn to press 
Down to crouch under the 
Hocks and pick up corns, so 
hold the Control Pad Up so 
you'll be ready to tump up at 
the next opemng. 


Finishing Level 33 opens a big 
drain and empties the lake 
Return to areas that were under 
water to discover new secrets 


I ■ I I ■ ■ ■ ■ 
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ROLLING SPIKES 


All of the enemies that you encountered earlier in 
the game show up in Syrup Castle. Use the tech¬ 
niques that you found to be effective previously. 


The trees drop spiked balls Edge over until you 
feel the ground shake from the falling balls, then 
jump diagonally up and over to clear them. 


THE SWITCHEROO 


When you first enter Syrup Castle, go all the way to 
the right and hit the switch block. Next, go back to 
the left, hitting all of the face blocks on the way Go 


back and trip the switch again, then go back to the 
left, picking up items as you go. Hit the switch one 
more time to reach the ladder. 


THE GENIE 


Shooting statues line the ladders 
that you must climb. Wait for 
th~ first one to file, then climb 
as fast as you can 


Pick up the lamp to make it belch 
t cloud, then jump on. float up 
and pounce on the Genic's head 
when you're high enough 


The skull-like structure might represent a pirate’s jolly 
roger, but good times aren’t waiting inside. It’s a dark 
and foreboding sight, enough to instill fear in the hearts 
of lesser adventurers. They saved the worst for hist: the worst 
enemies, obstacles and puzzles. Syrup Castle is the pirates’ strong¬ 
hold, and it’s well guarded against greedy intruders like you. 
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SUPER MARIO L NO 3 


TRADING IN TREASURES 


To bulk up your bunk account, trade for coins The Genie will pay well lor 
each of the treasures you've found each, but their values vary. 


CHESTS 


TREASURES 


Every time you exhaust 
your supply of lives, one 
treasure is taken from 
your collection. 


ov erworld 


Look on th 
map for Hashing dots. 
They mark the levels 
that have Treasure Chests 


CASTLE OR CAVE? 


Just how nice will 
your house be 1 * Thai 
depends on how 
much money you 
have. The best reward 
is a great castle—the 
worst is a humble 
birdhouse, which cer¬ 
tainly isn't grand 
enough to impress 
Mario' 








































































































1994 Nmtundo 


seven mystic Tetrads and defeat the first of three alien 
clones, the mighty Zoda-X Now, we turn to another 
page of the Oxford Wonder World and slip to a different 
time and space 


Last issue, we discussed the first four chapters of Mike 
Jones'journey through time. With stops in a prehistor¬ 
ic land of cave dwellers. Ancient Egypt and 19th Cen¬ 
tury London, Mike managed to collect three of the 


• M« I> I KNOCKOUT • 
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ZODA'S REVENGE 
STAR TROPICS U 


CHAPTER 5: SAN 


A mine car villain fires multi¬ 
ple shots and controls a pair of 
Golden Children Jump over 
the shots and target the car. 


Sharp-ended logs shoot out of 
the walls in a narrow section of 
the mine Watch them carefully 
and make your r***1f fr "n 
big move when I J8] | 

they retreat I I 


There arc a pair of Big 
Stars in the passages 
of the haunted mine 
Collect these Items 
and use them in your 
battles with the most 
challenging creatures 
1 of the stage for 
temporary 
invincibility 


BIG STAR^**— 
AND MEDICINE 


MASHI 

MINER 


MEDICINE 


MEDICINE 


BIG STAR 


Everything stops for a moment when the 
Mashing Miner slams his hammer to the 
ground After the slam, several rocks roll 
down and cause trouble for our time-travel¬ 
ing hero Clear away the rocks, then toss 
blades at the ghost before he hammers again 


imiuiuaiij 


ENTRANCE 


The piano player at the local sarsaparilla establishment 
will play a tunc for you that will clue you in on the steps 
that take you close to the mine’s entrance. Look for an 
unusual Cactus and follow the singer’s lead 


♦ 

S* 


rh« piarw playtrs Cactus Dtncc is t clue that will help you uncovw tha 




The Tetrad of this era is lost in a haunted mine that has 
long been closed by anavalanchc Talk to the 49er min¬ 
ers and find out where you should place the dynamite 
in order to open up the mine. You could also uncover a 
passage that leads to a Big Heart 


A BLAST IN THE PAST 


1 GOLD MINE £b 


« 
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NINTENDO SOWER 


PLASTERED MASTER 

Renaissance man Leonardo da Vinci 
has been encased in a plaster-like sub¬ 
stance by the evil Zoda-Y. Mike’s mis¬ 
sion is to make it through Leonardo’s 
workshop so that he can retrieve a 
hammer and chisel and free the mas¬ 
ter artist. 

TARE TO THE AIR 

With his plaster covering removed, 
Leonardo is able to help Mike in his 
search for the remaining Tetrads. The 
artisi provides the adventurer with a 
flying machine and a Katana and 
sends him on his way to a castle in the 
east. 


EAST CASTLE 

The castle is loaded with trap doors and dead end 
passages. Matching letters on the map indicate 
connecting areas. Follow the letters in alphabetical 
order for the fastest possible route to the Tetrad. 

When you fall into a hole, fight your way out, then 
keep moving 


































































































































ZODA'S REVENGE 
STAR TROPICS U 


CHAPTER 7: TRANSYLVANIA 


From a palace in Eastern Italy to a haunted castle in 
Transylvania, Mike time slips in pursuit of Zoda-Y and 
the Tetrad that the monster has stolen. There arc many 
ghoulish creatures in the castle. Take them on one at a 
time, 


TRANSYLVANIAN CASTLE 


In order to advance to the Tetrad, you 
must climb up and drop through certain 
holes Follow the map closely. 


This powerful Item fires 
shots in three directions 
Use it in rooms where sev¬ 
eral enemies are approach- 

in 8 al once 


3-WAY SHOT 


MEDICINE 


MEDICINE 


ZODA-Y 


MEDICINE 


MEDICINE 


The castle leader is an r 
owl-1 ike incarnation of Nj! 
Zoda When the bird is in 
llight, run and jump over 
the debris Then fire when 
it lands 


MEDICINE AND 3-WAY SHOT 


ENTRANCE 



































































































































CHAPTER 8: CAMELOT 


The last of the mystic Tetrads is in 
a cave in King Arthur's England. 
When Mike meets the king, he’ll 
learn about the ferocious inhabit¬ 


ant of the cave to the north. None 
of the knights of the round table 
are available to take on this crea¬ 
ture. Sir Mike must go alone 


DRAGON’S CAVE 

1 EXPLOSIVE ENEMIES 

The rock creatures in the cave 
explode in eight directions after 
they’ve been hit with a few shots. 

Steer clear of these enemies when 
they glow 


DRAGON 


2 KNOCK OFF THE KNIGHT 

The fast conveyors in this room 
will move you around in a clock¬ 
wise direction. Jump up repea¬ 
tedly to stop moving, then toss 
blades at the Knight Rider 


MEDICINE 


MEDICINE f- 


MEDICINE 


3-WAY SHOT 


MEDICINE 


11k monster ol i he 
save Hies and fires 
flames Jump and 
throw to hit its head 
while it’s in the air 
Then, when it lands, 
jump awav from the 
flames and fire when 
\ou have a Jean shot 


MEDICINE 


MEDICINE 

AND 

3-WAY SHOT 
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ZODA’S REVENGE 
STAR TROPICS R 


CHAPTER 9: C-ISLAND 


With all of the Tetrads in hand, 
Mike magically returns to the 
sight of his original adventure: C- 
Island. All of the citizens have 
been transformed into wild boars 
Now, Mike must enter the cave of 
C-Island and defeat one more 
group of powerful enemies to set 
things right and vanquish the ene¬ 
mies for good. 


C-ISLAND CAVE 


1 C-SERPENT 

Mike met this cave leader in his ori¬ 
ginal adventure Hit it when its mouth 
is open, then jump out of the way. 


Collect as many jars of Medicine as you 
can on the conveyors of the cave. Then 
move on to a rematch with the leaders of 
the passages in the past. 


MEDICINE 


MEDICINE AND 3-WAY SHOT 


MEDICINE 


MEDICINE 


MEDICINE 


3-WAY SHOT 


TRY YOUR 
LUCK SIGN 




»1WK » ilVNK 


ENTRANCE 
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clcomc to the sixth 
annual Nintendo Power 
Awards in which some of 
the toughest video game critics in 
the business cast their votes for 
the best games of 1993. Who are 
these judges 9 They come from 
across the nation, from the largest 
cities to the smallest towns. They 
play video games because they 
love the action, the strategies and 
the challenge Some arc masters, 
others just love to play They, in 
fact, are you, and a million players 
like you who read Nintendo Pow¬ 
er. The Nintendo Power Awards 
are your chance to vote on your 
favorite games in nine categories. 
By voting, you'll also be entered 
in our Nintendo Power Awards 
contest where you can win some 

NINTENDO POWER 
1 


excellent prizes. 

All games for the Super NES, 
NES and Game Boy that were 
released between January 1993 
and December 1993 were eligible 
for the Power Awards, but since 
that includes more than 300 titles, 
we had to narrow the field a biL 
More than a dozen pros voted on 
their top five picks for each of the 
categories and those winners 
became this year’s nominees 
Although most of the develop¬ 
ment these days goes for the 
Super NES, you'll still find excel¬ 
lent quality games being released 
for the NES Competition for top 
honors in the Game Boy category 
remains as heated as ever 

So what will your vote achieve 9 
Most importantly, you can help 



steer the industry towards the 
type of quality games you most 
like to play The Nintendo Power 
Awards, like our monthly Top 20 
poll, helps developers and retail¬ 
ers determine what’s hot and 
what’s not They listen to you 
Another good reason to vote is to 
recognize all the effort that devel¬ 
opers put into their work A vote 
of confidence may inspire them to 
further heights of ultimate game 
creation. Letting other game play¬ 
ers know what games are worth 
playing is yet another good reason 
to vote. And, finally, you can’t win 
the grand prize unless you enter 
So let’s get to it Make your 
choices and send in your ballots. 
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AWARDS 1993 


THE Nominees ARE 


Ml 



FOR GRAPHICS 
& SOUND 



The nominees for Best Graphics 
and Sound include games utiliz¬ 
ing new technologies or program¬ 
ming techniques and exceptional 
sound and animation. 


Star Fox 

The Magical Quits! Starring Mickey Mouse 
Clny Fighters 

Super Empire Strikes 8ach 

Aladdin 

Jurassic Park 

Mortal Krnnbat 

Secret of Mana 


B 

¥ 

c 



The Legend of Zelde> Link's Awakamng 

Mege Mon BE 

Kid Dracula 

Mega Man EL 

Jurassic Park 

Kirby's Adventure 
BattJetoads & Double Oregon 
Mags Man I 



FOR THEME^ 

L 

& FUN 



in 

'i 


' A for 







G Em 
he 

s 



CHALLENGE 


The nominations in this category 
excel at confounding human 
opponents, but they are so fun and 
involving that you want to go back 
for more, and more... 


Super Empire Strikes Beck 

Super Mano All-Stars 

Star Fox 

Shadowrun 

Secret of Mona 

Alien 3 


Ultima: Runes of Virtue I 

Tke Legend of Zelda* Link's Awekemng 

Mega Man IS! 

Tetne Z 

Kirby's Pmboll Lend 

Fire 'IT lea 
Kirby's Adventure 
Totns Z 
Mega Men X 



The nominees for Best T heme and 
Fun all reflect games with excep¬ 
tional depth of play and overall 
quality, but they range from action 
to fighting 10 adventure 


Thu Last Vikings 
Star Fox 

Super Mario All-Stars 
Street Fighter I Turbo 
Secret of Mana 
Super 8 om berm an 
Super Empire Strikes Back 


Jurassic Park 

Tha Legend of Zefde Link s Awakamng 
Kirby s Pmboll Lend 
Kid Dracula 


Maga Man X 
Kirby's Advanture 
Yoshi's Cooluo 
Sattlotaads & Douhle Dragon 



FOR PLAY 
CONTROL 


Li 



u 

J 

l 

p 

EN 


RE 


* 


G 

K 

iL 

*>B 

M 0 1 

r 

e y 


N 

E 


S 


This is one of the most difficult 
categories tojudge. Games should 
be intuitive, responsive and have 
a variety of moves. Complexity is 
okay if it adds to the game. 


Star Fox 

Straat Fighter I Turbo 
Aladdin 

Super Mario AI1-$ters 
Coot Spat 


Moga Mon HE 
Maga Mnn W. 

The Legend of Zelda: Link's Awakening 
Kirk/o Pinball Lend 
Felix The Cet 


Mega Men X 
Ducktales Z 
Kirby's Adventure 
Battietoeds & Double Dragon 


voLifimm 


'97 
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Please use the card betow to specify your choices lor the 1993 Nestar Awards Find the letter that corresponds to e specific cate¬ 
gory, then circle the number that corresponds to your choice In that category. Please choose only one number for eech category 
for questions A through S 


Graphics & Sound 

A Super NES 
B Game Boy 
C NES 


Challenge 

G Super NES 
H Game Boy 
I NES 


M. Best Hero 

N. Best Villain 

O. Most Innovative 

P. Best Sports Game 


Theme & Fun 


D Super NES 

E. Game Boy 

F. NES 


Play Control 

J Super NES 
K. Game Boy 
L NES 


Best Overall 


Q Super NES 

R. Game Boy 

S. NES 


T Pi ease Indicate, In order ot preference, your five tevorita Super NES games 
U Please Indicate, in order of preference, your five favorite Game Boy gamee. 

V. Pleas# indicate, In order ot preference, your five tevortte NES gemee. 

W. Trivia Test, if Nester can count 335 votes an hour, how meny votes can he count in 4W minutes? 


Answers to the Player's Poll - Volume 58 

Namt h I c hoc d r f _ Tel r I l ~ 


Address / o • ... 

City W€^~^por~f 


7 


State/Prov 



Zip/Postal ~7‘16f 


Membership Number 





.Age 


13 


Pleas* answer by circling the numbers that correspond to the survey questions above. 
A. 1 2 314)5 6 7 8 P.(D 2 


B. 1 

C. 1 

D. 1 


2 A* l* 7 

E. 1 2 \3/ 4 


G. * 

H. 'l) 




S.6 


2\374 5 6 
2 3 4 5 
2 3$ 

2 3 4 5 


K(T)2 3 4 5 
L. (p2 3 4 


M. 1 

N. 1 <2 



3456789 10 
3 4 5 6 7 5 9 


P. 1 2 3 4)5 6 

Q. 1 2 3 4(p6 7 8 

R. 1 2"354 JUS 7 


S. 1 2 3 4\&>6 7 


0(7) 2 3 4 5 6 

T Indicate numbers from 1-112 (from the list on the back of the card) 1 2-S 2 3. Ul 4. 2^ 5. SL 

U Indicate numbers 113-171 (from the list on the bade ot the card) 1 11$ 2. ^ 4 I $3 

V Indicate numbers 172-221 (from the list on the back ot the card) 1 -2lLL- 2- 3. ? 4 5 /7 7 

W Trivia Answer "2-6%'Q 


® <& 


VlWS 


. GET POWER TO BURN WITH 
faACK ISSUES AND TIP BOOKS! 


Did you know that you can get 
back issues of Nintendo Power ? 
Or special Tip Books designed to 
make you a Power Animal? Well, 
you can? Just fill out the other 
side of this card. 


So what are you watting for? 

Fill it out. Detach it. Mail it. Here’s 
the address: 

Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 
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H you missed loose classic Nintendo Power issues, don't miss out now I 
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NINTENDO POWER 



AWARDS 1993 


THE NOMINEES ARE 



% 


FOR 

BEST HERO 


Great heroes are great no matter 
what system you find them on. 
This year's heroic nominees range 
from the totally tough to the whim¬ 
sically weird. 


ALL SYSTEMS 



Batman Q Link 
Mega Man Q Kirby 
Bubsy B Mario 
Fox McCloud 


AeroThe Aero-Bat 
The Lost Vikings 
Luka Skywalker 


4 


# 





FOR MOST 
INNOVATIVE GAME 


Innovation is what keeps video 
games fresh and exciting These 
nominees offer game players new 
experiences and present new chal¬ 
lenges 


SUPER NES 


Zombies Ate My Neighbors 
Tha Lost Vikings □ Shadow run 

Super Bombermen □ E.V.O. 

SimAnt 




FOR BEST ^ 

L 

VILLAIN | 



Just as with heroics, sinister doings 
transcend what video game system 
a villain appears on. These nomi¬ 
nees are simply the most fun to 
hate 


ANY SYSTEM 



Andross 
Dr. Wily 
Darth Vader 
M. Bison 


The Dark Queen 
Thu Penguin 
Marvin Tha Martian 
Goro El Jaffa r 


r 




FOR BEST 
«' SPORTS GAME 




When it comes to sports, the best 
play here. These nominees make use 
of the Super NES's superior tech¬ 
nology to provide the most realistic 
and fun sports simulations. 


SUPER NES 


Nigel Mansell World Championship Racing 
Tecma Super NBA Basketball 
Madden NFL '94 0 NHL Stanley Cup 

WWF Royal Rumble fl Legends of the Ring 


OFFICIAL CONTEST RULES 


To enter, either fill out the Player’s Poll response 
card and vote for the Nintendo Power Awards or 
print your name, address, telephone number, and 
Vol. 58 on a plain 31/2" x 5" card. Mail your entry 
to the address below. 

One entry per person, please. All entries must be 
postmarked no later than April 1,1994. We arc not 
responsible for lost or misdirected mail On or 
about April 15, 1994, winners will be randomly 
drawn from among all eligible entries. 8y accept¬ 
ing their prizes, winners consent to the use of their 
names, photographs, or other likenesses for the 
purpose of advertisements or promotions on behalf 
of “Nintendo Power” magazine or Nintendo of 


America Inc. without further compensation. Prizes 
are limited to one per household. Chances of win¬ 
ning arc determined by the total number of entries 
received The ratio of prizes to entry cards distri¬ 
buted is 1 51 • 1 ,000,000 No substitution of prizes is 
permitted All prizes will be awarded. To receive a 
list of winners, which will be available after April 
31, 1994, send your request to the address above. 

NINTENDO POWER AWARDS 
PLAYER'S POLL Vol. 58 
P.O. BOX 97062 
REDMOND, WA 98073-9762 
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AWARDS 1993 
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FOR BEST OVERALL GAME 


Now it's time to add ii all up and choose the bc>i game of 1993. Everyone will 
weigh the decision differently. For some players, the graphics and sound may 
tip the balance, while others may prefer a game with greater challenge or a 
great character. Some games have a great balance of all the categories, like our 
nominees for Best Overall Game listed below. 


Magical Quest Starring Mickey Mouse 
Super Empire Strikes Back 
Super Mario All-Stars □ Star Fox 
Street Fighter I Turbo B Mortal Kombat 
Secret of Mana Q The Lost Vikings 


The Legend of Zetda? Link's Awakening 
Mega Man BE B Kirby's Pinball Land 
Mega Man HE H Yoshi's Cookie 
Felix The Cat B Kid Oracula 


Battietoads & Double Dragon 
Kirby's Adventure B Mega Man I 
Yoshi's Cookie B R.C. Pro Am H 
Ducktales 2 B Fire 'N* Ice 


<3 


GRAND PRIZE: 1 WINNER 


GAMES 

Win 25 Super NES games of your choice! 

You can pick the best of this year's nominees or 
any other Super NES game that has been released. 



SECOND PRIZE 

WINNER 


<3 

<3 

<3 

<3 

<$ 

<3 

<3 

<3 

<3 

<3 

<3 

<3 

<3 

<3 

<3 


Win one of 100 Super NES games 
chosen by Nintendo Powerl 


Win one of 50 
Nintendo Power 
Shirts! 
























































A post-holidoy buying spree hos mode Star Fox fhe number one Dealer pick this month, but strong 
Ployer support keeps Mortal Kombat on top of the chorts. Newcomers to the Top 20, based on o Pro 
preview, include: Worio Lond: Super Mono Lond 3, Zodo's Revenge ond the incredible NBA Jom! 





su 



NES 



26 MONTHS 


MORTAL KOMBAT 



4 MONTHS 



The punches and kicks are 
suit flying, keeping (his 
game at the top of the charts 
for the fourth month in a 
row! 



STAR FOX 




Fox McCloud’s bailie 
against Andross is sending 
him soaring up the charts. 
Can he take the top? 


i7 mi 

T Q 5,8641 
O POINTS. 

f 9 Ken t’s J 

BbJB) 

fllAHiil 

10 4 775 i 
POINTS 


13 4 339 


POINTS 


THE LEGEND OF ZELDA: flL,NK 



TO THE PAST 

The land of Hyrule needs a 
hero to save it from the pow- 
ers of evil. Are you that 
hero? 


14 4 235 


POINTS 


15 

f 16 k^neT ) 

17 


JURASSIC PARK 
SUPER MARIO ALL-STARS 
SECRET OF MANA 
SUPER MARIO KART 
MADDEN NFL ’94 
NHL STANLEY CUP 
CLAY FIGHTERS 
NBA JAM 

STREET FIGHTER MB 1 ' 
MARIO PAINT 
FINAL FANTASY Q 
FLASHBACK 




STREET FIGHTER Q T«S 


DISNEY'S ALADDIN isaa spider-man tBMk 

10,531 

POlNTSj 

With speed and moves 
like this. Street Fighter 

071 K 

now youTandefeat* Jafar 19 SUPER EMPIRE STRIKES BACK 

II Turbo is bound to 
stay a hit. 

7/ 10 

POINTS 

yourself 1 20 TMNT TOURNAMENT FIGHTERS 
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20 




18 MONTHS 



14 MONTHS 


GAME BOY 


IHE LEGEND OF ZELDA: S. 

Link’s latest adventure is 
the touehest vet Wake the 

w 0 

Wind Fish before it's too 
late! 



SUPER MARIO LAND 2: 


6 

GOLDEN COINS 



If Mann’s second adventure 
is this popular, how will 
Warm's First adventure do 9 


KIRBY’S DREAM LAND 



£j Don’t sell Kirhv short This 
cule liltle puff hall i^ lough 1 


bfgiiSi 


SUPER MARIO LAND 

Mario's first Game Boy 
adventure is still one of 

POINTS favonles with the 
* Players 



i TETRIS 


POINTS 


METROIDH: SAMUS RETURNS 

JURASSIC PARK 
MORTAL KOMBAT 
WARIO LAND: SHFEIMMUM3 
KIRBY’S PINBALL LAND 
DR. MARIO 
TETRIS 2 
MEGA MAN EZ 
14 4a FACEBALL 2000 

FINAL FANTASY LEGEND H 
16 poms FINAL FANTASY ADVENTURE 

YOSHI’S COOKIE 
GOLF 


f 6 

9,230 

POINTS 

(7 

8,439 

POINTS 

18 

7,996 

POINTS 

--^ 

9 

7,636 

POINTS 

10 

7.518 

POINTS 

(11 

6,688 

POtNTS 

112 

5,044 

POINTS 

113 

4,671~ 

POINTS 


15 rSs 

3,382 
POINTS 

17 3,364 
I / POINTS 


Once this same gels 
you. it s h ird lo quit 
playing n r 


-IQ 3.126 
IO POINTS 

IQ 3JT7 
13 POINTS 


YOSHI 


20 &S& MEGA MANE 






1,628 

POINTS 



MONTHS 


66 MONTHS 


if 



TETRIS 2 




This game went straight to 
the top' The two player 
version of this game is hot 


SUPER MARIO BROS. 3 



This game has col to he 
good It's hcen on the Top 
20 charts for over four 
years' 


THE LEGEND OF ZELDA 



Link always has ho sword 
4 1 ready lo the day 
What a fiuv 



If you ihoughi Kirby s 
O Game Boy game was 
good, you betlcr try 
this one 1 



MEGA MAN H 

Mega Man is always a 

8 229 |Crow<1 ^ caser- 

POINTS; 



latest is the hest vet 


6 

(V 

rs 

[9 

10 

11 

12 

13 

14 

15 

16 
117 
18 

19 

20 


6,794 

POINTS 

1,911 

POINTS 

5.829 

POINTS 

5,388 

POINTS 

4,580 

POINTS 

4,468 

POINTS 

4 352 
POINTS 

4.334 

POINTS 

3,979 

POINTS 

3.790 

POINTS 

3,742 

POINTS 

3,647 

POINTS 

3,521 

POINTS 

3.447 

POINTS 


3,393 

POINTS 


IURASSIC PARK 
TECMO SUPER BOWL 
FINAL FANTASY 
OR. MARIO 
BASEBALL STARS 

METROID 

MONOPOLY 

TMNT ELji! Mm™ pioiect 

BATTLETOADS 
MEGA MAN S 
DRAGON WARRIOR BZ 
TETRIS 



MEGA MAN 
SUPER MARIO BROS. 2 

ZODA’S REVENGE: STAS TROPICS I 


VOLUMES 8 TOT 








































































































LOOK FOR 7 H E 5 f; 


RELEASES SOON 


ROMANCE OF THE THREE 

KINGDOMS OX 


Company .. . Koei 

Suggested Retail Pnce . $74 95 

Release Date .... March 1994 

Memory 5ize ... - .. 4 Megabits 

Game Type . . .. .Historical RPG strategy 


Tf you had the power of ten super stars, you might play like 
the guys in NBA Jam. It’s the hottest game in town, and 
now it's available for the Super NES with a multi-player 
option that will blow you away. This month. Power jams 
with the best players in the NBA. 

□ Great graphics, cool moves, and totally involving action for up to 
four players is a hard combination to beat 


China m the second century was divided into warring fac¬ 
tions led by three great warlords and numerous smaller 
powers Koei's latest exploration of this chaotic time puts 
you and up to seven more players in the positions of these 
leaders. Your goal is to unite the land, but the forces 
arrayed against you are daunting In addition to fighting 
your neighbors, you II have to keep the affairs of your 
home territory in order Decisions must he made, tum-by- 
turn, to allocate funds for training soldiers, improving 
agriculture, upgrading infrastructure and more. Intrigue 
also plays a role, hecause players can plot and scheme 
against each other Diplomacy, spying, bribery and other 
means are available to the unscrupulous warlord 



D Romance HI has great depth 
for fans of this type of strategy 
RPG Battery backed memory Up 
to eight players can vie for 
supremacy 


B An awkward menu item selec¬ 
tion process makes tt difficult to 

play this game because there is no message telling you that a com¬ 
mand has been accepted You have to be a real strategy dia-hard to 
master this interface 


NBA JAM 


Company ... Acclaim 

Suggested Retail Price . . ..$74 95 

Release Date ... February 1994 

Memory Size . t6 Megabits 

Game Type Arcade basketball for up to four players 


3 The game lacks in these specific areas none If you want a sports 
simulation, this game isn't it, but if you wont fun, look no further. 


UNDERCOVER COPS 


Company 

SuggWed Retail Pnce 

Release Date. 

Memory Size. . . .. 

Game Type. 


— .... ...trem 

_$64 95 

.. March 1993 

.16 Megabits 

.Scrolling fighter for one player 


Lawless gangs have spread throughout the land and you 
must infiltrate them by beating their members senseless. 
Although your cover is blown in the first screen, 
Undercover Cops has lots of action in the Final Fight style 
Your three undercover cops have special moves like the 
Cal Pounce and Dive Bomber, plus individual super moves 
activated by controller combinations. 



D Nice graphics (although the animation is stiff) and endless action. 


| There's nothing new about the theme or action 
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REN & STIMPY SHOW: 
FIRE DOGS 


Company 

Suggested Retail Price 
Release Date 
Memory Size 
Game Type 


.T’HQ 

Not Available 
March 1994 
,.4Megabrt$ 
Comic action 


Where there’s smoke, there s fire, and where there’s trou¬ 
ble, you’re sure lo find Ren and Slimpy. In this two-part 
action gome, Stimpy first finds himself in a firehouse. His 
job is lo gather up oil the equipment missing from the 
firetruck. but the fireman will do everything he can to stop 
him You have only a limited lime to grab all the goods In 
the second part of the game. Ren and Stimpy try to catch 
items that are thrown out of a burning building 




□ Good graphics, humor end sound A password feature is included 


□ Not much variety The lime allotted for collecting items is very 
short The two levels ere repeated 


THE PEACE KEEPERS 


Company 

Jaleca 

Suggested Retail Price 
Release Date 

. .. Not Available 

.March 1994 

Memory Size 

Game Type 

— — — — _— . ~ ^ — — — — — — 

16 Megabits 
Scrolling fightei tor up to four players 


The first fighting game to make use of the Multi-lap is The 
Peace Keepers from Jaleeo. Up lo four players can duke it 
out with a future corporate army. In addition to the stan¬ 
dard Final Fight-type action, you can also square off 
directly against your friends in a Street Fighter ll-lype Vs. 
mode Some unusual features include 2-Player Hit. which 
allows partners to inflict damage on one another. Angry 
Mode, which makes you invincible when you’re low on 
energy, and Color Edit, which lets players change the col¬ 
oring of then* characters. Another novelty is that the game 
lets players choose various routes through the game for 
added depth and variety. In addition to pretty standard 
fighting moves, the four Peace Keepers each have devas¬ 
tating special moves. 



□ The first multi'player fighter for more than two players Branching 
paths for more variety 

B Fairly slow action and not terribly challenging 


LEGEND 






Company . -Seiko 

Suggested Retoil Priee ..$59 95 

Release Dote March 1993 

Memory Size .... 8 Megabits 

Game Type .. Fontasy fighnng action tar one or two players 

When Clovis, an ambitions pretender, seeks to use evil 
powers to corrupt the kingdom, you must restore justice 
wilh the power of your arm and your mighty sword. In 
Legend from Seika. you'll stalk through a world of 
medieval castles and swamps while men-at-arms challenge 
your every step Although the game plays much like any 
scrolling fighter, the feeling is quite different and the 
graphics will transport you to another lime. Two players 
can play simultaneously, collecting Hems that increase 
power or give you magical spells to use against stage-end 
guardians 




Good graphics The two player action is particularly fun. It's cosy 
to play, but not so easy to win 

B II you pause for any reason, you'll lind yourself surrounded by 
enemies 


i 


OBITUS 


Company 

Suggested Retoil Price. 
Release Date . . 

Memory Size. 

Game Type . 


Bullet- Proof Software 

.$59 95 

. . .March 1993 
.8 Megabits 
Adventure/RPG 


Although some stages of Obitu-. look like a first-person 
RPG game, this Psygnosis (of Lemmings fame) computer 
adaptation is really an adventure in disguise. Your mission 
is lo journey lo the four lowers and reclaim the gems, bur 
Ihe lowers are treacherous and the lorcsls between them 
are filled wilh evil creatures and hidden dangers. You'll 
collect weapons and items to help yon on your way, and 
the game’s manual includes an unusual amount of candid 
help lor lost adventurers 




A large world with lots of mysteries and adventure The castle 
interiors utilize a unique, 3-D perspective Battery backed memory 
Maps in the manual 


The forest mazes can be very confusing Action area play control 
lacks quickness and precision 
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Company ... .VlcTokai 

Suggested Retoll Price. . .Not Availabte 

Release Date. . Morch 1994 

Memory Size. .12 Me gabits 

Game Type.RPG for one player 

Kyle, a fighter who is beset by violent apes, finds himself 
launched on an epic journey to restore the balance of the 
world from chaotic forces. Action includes exploring the 
game world, towns, castles, dungeons and so forth while 
gathering information and items for use in baitlc. Parties of 
up to five characters can go questing to build their experi¬ 
ence and gold. One unique feature lets you change a char¬ 
acter’s Skill ratings for maximum efficiency. 



D The gome has enough depth to keep RPG fans intarasted, but 
don't axpect any of the flash found in Final Fantasy IIor Seventh Saga 
To spoed up the game, thera is an Automatic battle mode Battery 
backed memory 


Company.. . 

Suggested Retail Price 
Release Date. 

Memory Size. 

Game Type 


. .tmogineer 
.... $64 99 
. March 1994 
.8 Megabits 
..3-D action 


Imagine that you’re in a fortress filled with the soldiers 
and secrets of an evil regime. The PC thriller comes to the 
Super NES in great shape Escaping from the maze may be 
well nigh impossible unless you bring along the Nintendo 
Power review. 


□ Smooth, fast scrolling 3-D 
graphics and enemies around 
every turn 

□ The geme has little variety 
Basicelty, it's a matter of shooting 
everyone before thay shoot you. 
The storyline of the original PC 
game has been altered to omrt 
some objectionsbla matenal 



THE FLINTSTONE& 
THE TREASURE OF 
THE SIERRA MADROCK 


fl Uninspired graphics and standard RPG play Poor story transla¬ 
tion Japanese muzak music. The challenge comes from the seeming¬ 
ly endless series of battles 


ANDRE AGASSI TENNIS 


Company. . . .TecMagtk 

Suggested Retail Prtee . Not Available 

Release Date.... ... . ... March 1994 

Memory Size. .4 Megabits 

Game Type . .Tennis for one or two players 

Take to the courts with Andre Agassi. This Pak lets you 
play men’s and women’s singles or doubles in exhibitions 
or tournaments. You can also practice your shot-making 
against e ball machine or computer opponent. Two players 
can also team up to challenge the computer at either a 
Professional or Amateur level of difficulty. At the 
Amateur level, the computer automatically selects the best 
shot. You just hove to get into position. The Pro level 
leaves it nil up to you. 


Company. Taito 

Suggested Retait Price . . .Not Available 

Retease Date .March 1994 

Memory Size. .. . . . ..8 Megabits 

Game Type ..Action for one or two ptoyers 

Fred and Barney must prove themselves worthy to ascend 
to the high office of Grand Poobah of the Water Buffaloes. 
To do it, they’ll have to make their way to the Sierra 
Madrock and find the treasure. Follow their petrified foot¬ 
steps m this month’s Power review. 

Q An interesting variation on 
the treditional action game 
which includes a dies roll thot 
introduces a random element 

B Very slow action and the 
resulting poor control can be 
frustrating 


METAL MARINES 




D Very challenging dua to computer players who seldom miss an 
easy shot Nice two-player options Good digitized voice cells the 
seers. 


B Unrealistic ball and player speeds Tha grephics ere smaller than 
in almost any other Supar NES tennis game and the animation is 
choppy. 


Company. . Nameo 

Suggested Retail Pnee .... $74.95 

Release Date. .December 1993 

Memory Size. !2Megabrfs 

Game Type. Future War Strategy 

In the near future, you’ve been put in command of terrify¬ 
ing new weapons with which you must combat an imperi¬ 
alistic empire. Test your metal in 20 battle scenarios. This 
month’s Power review will give you the winning edge. 

D For a strategy game, Motal Marines has lots of action, which adds 
to the fun You must act quickly and make strategic plans The con¬ 
cept is unique and engaging 

B The game has a fairly long learning curva Making targeting seise- 
tons can be awkward 


104 NINTENDO POWER 





























CHESTER CHEETAH: 
WILD. WILD QUEST 


Company 

Suggested Ref ait Pnee 
Release Date 
Memory Size 
Game Type 


Kaneka 
Not Available 
March 1994 
tO Megabits 
. . Aetion 


Chester Cheetah returns lur his second Super NES action 
game. This time the funky feline has busted oul of the /oo 
to search for Ihe map to Hip City, USA—home to the 
coolest cats around This ts a basic platform game featur¬ 
ing lots of running, jumping and collecting items and pow¬ 
er-ups m ten levels. 




Company 

Suggested Retail Pnee 
Release Date 
Memory Size 
Game Type . . 


. .Konami 
Not Available 
February 1993 
16 Megabits 

Shooting action tar one or two players 


Take the law into your own hands with KonamTs adapta¬ 
tion of Ihe hil arcade game. Lethal Enforcers Included 
with the Game Pak is a light targeting six-shooler The tar¬ 
get-shooting action takes place in scenes like a factory, Ihe 
airport and in ail ethnic urban neighborhood where crimes 
are taking place Your job is lo blow away the criminals 
while sparing the odd hostage or civilian who comes in the 
line of fire You can increase your firepower and practice 
on a target range 


csa s, i 


Target shooting can be fun 
and tha digitized graphics are 
quite good. 

B Some players may find the 
realistic graphic nature of this 
game to be objectionable 
Although no blood is spilled, the 
targets are very realistic 


THE UNTOUCHABLES 


res star 



Company 

Suggested Retail Pnee 
Release Date 
Memory Size 
Game Type 


..Ocean 
$59 95 
March 1994 
6 Megabits 
Target shooter for one player 




Chester's moves ere greedy improved from the first geme. but the 
play control still isn't vary tight Good graphics and sound. 

Not much challenge 


LETHAL ENFORCERS 


organized crime in Chicago of the 1920s Prohibition era. 
As you blaze away tn five levels, you'll have to seek cover 
where it’s available and gather extra ammo. Capone's 
heavies will pop up from cover with their tommy guns 
ratcheting Yes indeed, some like it hot. 

Good graphics and fun theme 

_ Very little variety in the play No Super Scope option and aiming 
with a regular controller is difficult 


SUPER GOAL 2 






Bullets fly and gangsters bite ihe dusl when Elliot Ness is 
on the case The Untouchables recreates Ihe gun batllcs of 
the tireless FBI agent in his war against A1 Capone and 


Company 

Suggested Retail Pne* 
Release Date . 
Memory S 12 © 

Game Type 


Jaleea 
Nat Available 
March 1994 

.4 Megabits 

.Soceer 




The soccer craze continues with Super Goal 2, the second 
Super NES soccer title from Jaleco. and just in lime for the 
1994 World Cup finals here in the United Stales This 
international soccer sim has all the regular leaturcs includ¬ 
ing two-player options and ft password Look to the next 
Sports Scene for a full review oi this game. 

□ Play control is fairly easy for 
a soccer game and the Al helps 
you out by positioning your 
teammates correctly A two- 
player vs the computer mode 

B The view, always from 
above the seme goal, doesn't 
feel ns natural as behmd-the-ball views or side views, especially 
when your learn is moving toward you on the screen Poor sound 
effects It is difficult to judge the locetion of the high kicks 


CHAMPIONS WORLD 
CLASS SOCCER 



Company 

Suggested Retail Pnee 
Release Dote .. .. 

Memory Size.. 

Game Type . 


... Acelaim 
. .$59 95 
— — . March 1994 

.8 Megabits 

Soce er for one or two players 


The international soccer craze continues with this offering 
from Acclaim Thirty-two teams, tournament or exhibition 
play and four languages are included There's also a pass¬ 
word to store your tournament progress. 



I 


Good animation is revealed in the highlight replays Good game 
options 

B Poor passing control detracts from the playability You seldom feel 
as if you are truly in control of the ball and your computer teammates 
don't help out by getting into position 
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R-TYPE 



Company. 

Suggested Retail Price 
Release Date .. . 
Memory Size 
Game Type . 


.Irem 

. ... $64 95 

. ...February 1994 
.... 16 Megabits 
.. Space shooter 


The R-Type fighter has been unproved lo mcel the new 
threat from the Bydo Empire. One of the best space shoot- 
mg series of games returns wilh the best title yet. This 
month’s review .shows you where the aliens will attack and 
how you can blast them into hydrogen 

□ Groat play control, excellent graphics and lots of challenge with 
no slow-down The game has an endless Continue so you can repeal 
an area until you master it 

There are only six stages 


WIZARDRY V: 

HEART OF THE MAELSTROM 


Company.... 
Suggested Retail Price 
Release Date 

Memory Size. 

Game Type. 


♦ ♦♦ 


♦ - 


. .. .Capcom 
Not Available 
. March t994 
8 Megabits 
.. . RPG 


The classic Wizardry RPG series comes to the Super NES 
in a large, complex game from Capcom. You’ll go wander¬ 
ing through a fantasy world filled with monsters, bul luck¬ 
ily you have companions lo take some of the heal. You can 
even crcale your own companions to suit your playing 
style 1 

Customized parties. Dozens of spells. Buttery backed memory. 

The geme hos o poor control interface, making commands difficult 
to execute Bland graphics for a 16 bit geme 


WHEEL OF FORTUNE 
DELUXE EDITION 


Company . 

Suggested Retail Price. 
Release Date 

Memory Size. 

Game Type. 


■ ■ 


. ..Gometek 
.. .$59 95 
March 1994 
.4 Megabits 
.Game show 


Once again it’s time to buy some vowels and spin to win 
wilh the third Super NES edition of Wheel of Fortune from 
Gametek. All new word puzzles are featured in this game, 
which recreates the popular television game show. One, 
Iwo or three players can compete without having to use a 
Multi-tap. 


New puzzles and easier game 
control than earlier versions 

Q The sound and graphics are 
nothing special and add little of 
the glitz of the television show 







« 


WARIO LAND 
SUPER MARIO LAND 3 


Company .. . 
Suggested Retail Price 
Release Date .. 
Memory Size 
Game Type .. . 


. .Nintendo 

.$29 95 

...Fobruary 1994 

.4 Megabits 

Action 


• ♦ 


Wano stars in his own adventure. Determined lo get a cos- 
tie of his own, no matter what the cost, he goes off to rob 
the pirates of Kitchen Island. Learn how you can join in on 
this wild Wano adventure in this month's review. 


Excellent graphics and 
great depth of play Although 
subtitled SML 3, Wano Land is 
much different than either of 
the other SML titles This is a 
now game experience that is 
truly fun The bettary-saved 
memory moons you don't have 
to repeat stages endlessly 


Some players might find Wano Land less challenging than other 
SML games because they con return to areas to pick up needed 
items, jusl like in Super Mario World 


INDIANA JONES & THE 
LAST CRUSADE 



Company 

Suggested Retail Price 

Release Date . 

Memory Size 
Game Type... 


UbiSoft 

- .$29 95 

Jonuary 1994 
. 1 Megabit 
Action for one player 


Indiana Jones fights through six levels of action while on 
the quest for the Holy Grail. This version is virtually iden¬ 
tical to the NES game previously covered in Nintendo 
Power Featured areas include the Circus Train and 
Brunwald Castle. 


Good challenge and graph¬ 
ics The password option makes 
the game accessible to anyone 


Poor hit detection can make 
hend-tohand combat difficult 
Short time limits on stages moke 
the game even harder 



TOTAL CARNAGE 


Company 
Suggested Retail Price. 
Release Date . 
Menwy Size.. 

Game Type.. . 


Malibu Games 
.Not Available 
February 1994 
1 Megabit 
. . Action 


Smash TV type action comes to Game Boy wilh Malibu’s 
Total Carnage. General Akhhoob holds hostages and you 
have to get them out by gunning down everything in sight. 

Continuous fast action with lots of Power-Ups 
Simplistic graphics add nothing to the game 
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ZOOL 


His skills include jumping, clinging, sliding and using 
helpful Hems like Bombs and Shields There are four plat¬ 
form levels tor Zoo I to navigate 


Company. 

Suggested Retail Price 
Release Date. 

Memory Size 
Game Type 


Gametek 
$3495 
. March 1993 
1 Megabit 
Action for one player 


Zool is the ninja from the Nth Dimension, Protector ol 
Creative Thought and Defender of Positive Action That’s 
quite a title for any shrimpy alien, but Zool has earned it. 


□ Fairly good play control means 
Zool can get around easily 

S Most of tho graphics are 
simple and derivative of Super 
Mario Bros There are no great 
challenges in this game 




GAME BOY Hill 

COMPANY 

KAY 

INFO 

POWER MEIER RATINGS 

G P C T 

GAME TYPE 

INDIANA JONES AND THE LAST CRUSADE 

UBI SOFT 

IP 

3.S 

2.0 

3.0 

3.0 

ACTION 

TOTAL CARNAGE 

FHQ 

IP 

2.S 

2.B 

2.8 

2.B 

ACTION 

WARIO LAND: SUPER MARIO LAND 3 

NINTENDO 

1P/BATT 

4.1 

3.9 

3.7 

3.9 

ACTION/ADVENTURE 

ZOOL 

GAMETEK 

IP 

2.B 

3.3 

2.8 

2.8 

ACTION 




You can get the mast aut af your 
game chart by understanding 
the categories Title, Company 
and game type are self explana¬ 
tory Use this Key ta understand 
Play infa and the valuable Power 
Meter ratings. 


PLAY INFO 

Games are made ta be played with as mony 
as eight players Some also employ a battery 
or password to save game play data. 

#P = NUMBER OF PLAYERS 
S = SIMULTANEOUS 
A = ALTERNATING 
BATT= BATTERY 
PASS = PASSWORD 


1 POWER METER 

The Pros at Nintendo HQ rate 
, each new game Ratings are 
j fram 1 (poor) ta 5 (excellent) in 
four different categories 

, G=GRAPHICS AND SOUND 
P=PLAY CONTROL 
' C=CHALLENGE 
! T=THEME AND FUN 
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A LOOK INTO 
THE GAMES OF 
THE FUTURE 




The game your Pak Wait hers have 
been waiching lor finally arrived al 
Nintendo of Amenta alter iwo years 
of development at Nintendo Co Ltd 
in Kyoto, That was two years with 
hardly any word except that the game 
was going to be huge No lie. Our 
unfinished copy ol Super Mctroid 
stands al 20 Megahits and it's likely 
to bulk up to 24 Megabits m the fin¬ 
ished version But vast memory mus¬ 
cle is the least of the great news for 
Metroid fans For two years wc won¬ 
dered if the game would live up to the 


play control ,md innovation ol the 
original Mctroid game hit lor the 
NES Wonder no more The play con¬ 
trol is exceptional and Samus has 
more cool moves than ever hetorc to 
lighl her way past both familiar and 
brand new enemies on the planet 
Zcbcs For instance, once you find 
the new Grappling Beam. Samus can 
swing Irom the ceiling over obstacles 
and enemies Even the original ele¬ 
ments lake on new forms, such as 
bubhlc hatches that open up or down 
Nowhere is the blend of laimhar and 


new elements so apparent as in the 
opening moments ol the game in 
which you'll lind yoursell back in the 
rums of the Mother Brain's chamber. 
After balilmg a dragon-like alien who 
swoops out of the background using 
intensely realistic Mode 7 scaling, 
Samus must relive the escape 
sequence from the original Metroid. 
only now the escape tunnel rocks and 
sways as the base self-destructs. If 
you make it out, Samus ship blasts 
out in front of the exploding 
base .and that's just lor starters. 
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KEN GRIFFEY JR. ESSUSSL NINTENDO 


hall lun might warn. Since ihc pro- the variclv ol action and dcpih ut 


There have been plenty of baseball 
games in video game history Some 
ol them had good pitching, batting or 
fielding Others concentrated on giv¬ 
ing players lots of stats There have 
even been hybrid baseball games like 
Super Basehall 2020 with robots on 
the field and those that emphasize 
one phase of the game like Relief 
Pilcher. But never has there been one 
game that includes everything in one 
Pak-agc, until now. When Nintendo 
set out to make a baseball game for 
the Super NES, the word was to make 
it tun and include everything a basc- 


ducers of the game arc haseball fanat¬ 
ics and game players, they didn't 
have to go far for ideas When Ken 
Gnffey Jr. |oincd the Nintendo effort 
last spring, not only did it add the 
name ol the most popular player in 
haseball, hut also his input And with 
the Major League Basehall license 
came the real team logos and stadi¬ 
ums 

Initially, your Pak Pitchers were 
most impressed with the graphics and 
endless options, but after playing a 
few games, we began to appreciate 


play. If you want, you can become as 
deeply involved in the strategy of 
lineups, pitching changes and base 
running as a Major League manager. 
That's pretty remarkable Irom a game 
lhat strives lor an arcade-type feel 
with humorous animations and voice 
messages It’s been said that you 
can't be all things to all people, but 
apparently the developers ol Ken 
Griffey Jr. Presents Major League 
Baseball weren't listening. They were 
having too much fun putting together 
their perfect game 




JOE & MAC 2: LOST IN THE TROPICS data east 


Joe and Mac are back, and the action 
lives up to the graphics this time 
around What that means is that in the 
original Joe & Mae: Caveman Ninja, 
terrific graphics knocked everyone’s 
socks off. but the action was pretty 


stiff and the play control could have 
used some work. This time around. 
Data East did a great job tweaking the 
game so that it feels solid with good 
play control They included a bigger 
variety of areas and enemies, too 


There are even adventure elements 
with shops to buy items, a password 
to save your progress, and two-player 
simultaneous play It looks like Joe k 
Mac's best adventure so far 
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WM IMPOSSIBLE MISSION 2025 microprose 


When your Pak Watcher heard lhai 
Micro prose was working on a Super 
NES version ot Impossible Mission, 
the call went out immediately for a 
sample ROM When it arrived, we 
were amazed by the adaptation's 
sophisticated graphics and sound 
You could even compare it directly to 


the classic computer game which is 
included along with the new. 
enhanced version What you'll find in 
both Impossible Missions is a hlcnd 
of action and puzzle-solving. Using 
one ot three characters, you must hur¬ 
ry through a maze of areas, searching 
tor useful items and computer access 


codes. At various terminals, you can 
earn Power-Ups by solving puzzles or 
beating little games Learning to sur¬ 
vive in the maze of levels won't he 
easy with an army of robots on your 
trail and a time limit lor each 
area .that’s why they call it an 
impossible mission. 




SUPER PINBALL: BEHIND THE MASK 


AMERICAN 

TECHNOS 




Video pmhall lakes a sup toward 
reality with this pmhall simulation 
from American Technos featuring 
three games: Wizard. Jolly Joker and 
Blackboard & Iron man. Each is a tra¬ 
ditional pinball game on a single 
screen with complete control from 
flippers to tilt Your Pak Watch 
Pinball Wizard was wowed by the 
graphics and sound, which sounded 
like they were taken straight from the 
arcade Using the Left and Right 
Buttons on the Super NES Controller 
gave the feeling of real pinball. You 
can earn 1-Ups and multi-ball play 


with precision shots and really wrack 
up the point total, but don't expect the 
more adventure-oriented play of 
Kirby’s Pinball. Super Pinball, when 



it appears later this spring, will be lor 
the player who has always wanted a 
pinball game at home, bui didn't have 
the money or space for one 




TIME TRAX 


MALIBU 


Malibu Games recently sent us their 
latest action thriller. Time Trax. in 
which Darien Lambert, the fugitive 
retrieval officer ot TV lame, tracks 
criminals through time and many per¬ 
ilous situations. This action game 
combined good graphics, music and 
play control. Selma, the computer 
aid, is on hand to help Darien's pur- 
suit of arch villain. Mordevai 
Sahmbi As Lambert, you’ll have a 
laser pistol and items thai you collect 
along the way Although the game 
play seemed pretty traditional, there 


was no let up in the action and 
Lambert has some good moves like 
the ability to climb many objects 
One particularly cool move is the 



Time Stall, in which everything bill 
you slows down lor a short period ol 
time Malihu plans to hiive (his game 
on the shelves early this spring 
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MR. NUTZ & SOCCER KID 


OCEAN 


Mr Nut/ and Soccer Kid aren't the 
usual fare from movie-magnet Ocean 
of America, belter known for Jurassic 
Park and The Addams Family. Your 
Pak Wdlcher first saw an early ver¬ 
sion ot Mr. Nutz over a year ago 
Even then the graphics had the rich, 
artistic cartoon look of games like 
Magical Quest Starring Mickey 



Mouse and Disney x Aladdin Mr 
Nut/, as can be seen here, is a squirrel 
with a powerful bushy tail In addi¬ 
tion to swishing enemies. Mr Nutz 
can huck nuts, swing, jump, and use 
objects found along the way Like 
Bubsy, Mr. Nutz has an attitude—this 
is one squirrel you don't want to 
cross. Soccer Kid isn’t a soccer game. 



but an action game starring a kid who 
kicks a soccer ball around, bounces 
on the ball and generally uses the ball 
to dchieve his goals, pardon the pun. 
it s a little bn strange, but it was 
developed mainly for European and 
Japanese players who are real soccer 
nuts. Both of these should be out by 
the end of spring 



tam SOUND FANTASY 




NINTENDO 


When your Pak Watcher first took a 
look at Sound Fantasy last fall, it 
wasn't clear how finished the game 
was. Now that it is on schedule to be 
released this spring or early summer, 
we thought we should give it another 
look and listen. Like Mario Paint, it is 
essentially a creativity tool. You cre¬ 
ate things with it rather than blast 
aliens, but there is an action compo¬ 
nent You can also create pictures 
with Sound Fantasy, but the picture is 
only a means of representing ele¬ 
ments of sound like a note, instru¬ 
ment or beat. Moving over the images 


are various bugs like the Bcaihopper 
and Star Fly, which arc like the pick 
strumming a guitar string—they 
cause the note. If all this sounds com* 



plex, it is, but the game ha* built-in 
samples and various modes that let 
you experiment with sounds in a truly 
unique environment 




DONKEY KONG ’94 


NINTENDO 


For ihose of you who missed the ong 
inal Donkey Kong Craze back in the 
early *S()s, the idea is that a giant 
ape—Donkey Kong—has kidnapped 
Pauline, Mario’s girlfriend, and 
climhcd up a building Mario must 
make his way up the building while 
avoiding traps and hazards. This 
game will be four Megabits, as large 
as Wario Land, and will contain a 
battery. The first stages duplicate the 
original arcade game, but the new 
Donkey Kong goes much further with 
a total of one hundred construction 


sue puzzles. DK also will include 
adventure elements like hidden rooms 



and keys. Look lor it this summer. 
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PAK WATCH UPDATE 


Electronic Arts keeps coming up with the hits, which is 
particularly lilting lor Shaq Attack* the preliminary 
name lor the game in which NBA gun! Shuquilk 
O’Neil shows oil some awesome, digitized lighting 
moves The Shaq worked closely wilh EA Sports in 
include his unique attitude and body language In relat¬ 
ed EA news, former NBA mega-star, Michael Jordan, 
suys in (he game in a yet-to-be-named plailorm adven¬ 
ture. Jordan uses his haskelball skills to tight through 
levels of danger If s kind of weird, hut no stranger than 
Ocean s Sot t ei Kid or l.S. (void's Hmnt ones , a game 
which follows the adventures of a soccer team MLBPA 
Baseball is the latest sports game from EA for the Super 
NES Although they originally hoped to make MLBPA 
a multi-player game, they didn't end up putting in the 
option, so it s limited to two-player action Still, from 
what this Pak Watcher saw, there's plenty of action to 
be had The best part of the game is the lact that you get 
to use the real players from major league teams, even 
though you don’t gel to use the actual teams The game 
has other FA standard options including full season and 
play-olf modes plus a password lor .saving your 
progress 

Speaking ol sports, Gametek has shown Pak Watch 
ns latest Jeopardy game— Jeopardy Spoit\ Edition. 
which should give sports fans plenty ol headaches The 
categories vary widely— Baseball Nicknames, Golf 
Clubs. Bowl Games, Football Initials and many more 
Gametek also unveiled its lirst game under the new 
Cybersoft label. Spectre is a virtual 3-D game that 
places you in various levels where you must zap ene¬ 
mies, collect fuel and ammo and then move on to the 
next level where the challenge increases 

Wild Snake from Bullet-Proof Software looks like 



one ol the hest action puzzle games in years. 
Controlling the snakes as they fall from the top of the 
screen, you have to snake them into alignment so they 
disappear or cascade for points. Your Pak Watchers 
found the game to he as difficult to put down as Tetris, 
and little wonder, for the game was designed in Russia 
just like Tetris 

B ball lakes to the streets in a couple of games from 
Accolade and Virgin (James Jammu features school- 
yard ball hot ween players ol various talents Although 
the two-on two game is where the action is, there are 
live b-hall games in all included in Jcimmil In 
Accolade's BarUev Shut Up And Jam*. Phoenix Suns' 
phenom Charles Barkley lakes Ins attitude and skill to 
the inner city courts Irom Watts to Harlem It's two-on- 
two action like NBA Jam. bui Sir Charles takes on the 
best of the ’hood instead ol the NBA. This is the latest 
of the Sport Accolade titles, a series starring lop 
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licensed athletes and the play-calling of A1 Michaels. 
Hardball HI will shortly join the line-up that also 
includes Biett Hull Hockey. 

Elsewhere in sports news. Sony’s ESPN series gets 
onto the field with ESPN's Basehall Tonight. The 28 
teams are said to include complete 1993 player stats 
while the ESPN license comes into play with commen¬ 
tary by announcers Dan Patrick and Chris Berman. 
Sony's long-awaited Equinox has finally passed through 
bug-testing and is ready for retail. Nintendo Power cov¬ 
ered the excellent, puzzle adventure game back in 
January. 1993. Volume 44. Although Sony set a record 
for delays, they deserve credit for sticking by the game 
and getting the technical problems ironed out. The wait 
is ultimately worth it. 

From Vic Tokai comes S.O S . in which you must res¬ 
cue passengers and yourself from a sinking ship. Each 
time you play, the route changes due to different pas¬ 
sages flooding More adventure is available from 
Capcom with the Super NES adaptation of Eye of the 
Beholder, a fantasy RPG. and King of the Dragons, a 
fantasy lighter. 

Game Boy fans can keep a watch out for two new 
titles derived from Super NES games: Mindscape’s 
Captain Ameitca And The Avengers and Joe & Mac Jr. 
from Data East. Stop That Roach from Koei may get the 
award for most surprising change of pace for a licensee. 
Although one might suspect that an RPG game about 
bug exterminators is behind the title, tn fact it is a 100- 
stage puzzle game 

The ink has finally dried on a couple of deals within 
the industry, including the purchase of Microprose by 
Spectrum Holobyte and the acquisition of Extreme 
Entertainment by Absolute In both of these mergers, 
the parent companies have gained important game assets 
that will help them bring a larger variety of games to the 
market. At Acclaim, the search continues for the ulti¬ 
mate computer human motion simulator. In fact. 
Acclaim’s Advanced Technology Group of designers 
and programmers has made graphical leaps and bounds 
that leave observers in awe. A special award was handed 
out to Acclaim’s ATG for its “Duel” demo at Nicograph 
’93. Japan's largest computer graphics exhibition. The 
great thing about ATG’s innovations is that the digital 
actor motion capture technique can be used for creating 
today’s state-of-the-art Super NES games as well as for 
tomorrow's ultra-realistic Project Reality games. 



FUTURE GAMES 

FOR THE 


SUPER NES 


Nama 

Approximate Release 

Beavis And Buttheed 

Fall 94 

Beouty And The Beast 

Winter *94 

Bleckthome 

Spring *94 

Bubsy2 

Fall ‘94 

Ctptein Commando 

Spring ‘94 

Code of the Oregon 

Full 94 

Demons Blazon 

Fall *94 

FireTeem Rogue 

Fell ’94 

Fun *N‘ Gomes 

Winter'94 

Hardball ffl 

Spring 94 

Impossible Mission 2025 

Summer '94 

Joe & Mac 2 

Spring '94 

Juggernauts 

Fob 94 

Jungle Book 

Winter '94 

Ken Griffey Jr Presents Muter League Baseball Spring "94 

Kirby's Tee Shot 

Spring *94 

Knights of Justice 

Fell 94 

Knights of the Realm 

Fall 94 

Liberty or Booth 

Spring ‘94 

lord of the Rings 

Wimor ^94 

Mickey's Ultimata Challenge 

Winter 94 

Mr Nutz 

Spring '94 

Natsume Championship Wrestling 

Spring '94 

NFL Quarterback Club 

Winter'94 

Nmta Warrior 

Spring ‘94 

Operation Europe 

Spring ‘94 

The Pirates Dt Dork Water 

Winter '94 

Raign Of Superman 

Felt '94 

Rocko's Modem Life 

Summer '94 

Socecr Kid 

Spring '94 

Sound fantasy 

Spring ‘94 

Speedy Gonzalez 

Wmtor 94 

Spike McFeng 

Spring 94 

Star Trek The Nent Generation 

Winter '94 

Stunt Race FX 

Summer '94 

Super Adventure (eland I 

Spring *94 

Super Metroid 

Spring 94 

Super Pmboll 

Spring ‘94 

Taizan 

Fett‘94 

Time Trax 

Spring 94 

Turn And Bum No Fly Zona 

Winter *94 

Vortex 

Fell-94 

X-K alibar 

Winter ’94 
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Ken Griffey Jr. Presents 

Just til lime for the onenincr of hnc^Knli 



Jusl in lime for the opening of baseball season, 
Nintendo and Ken Griffey Jr have teamed up to bring 
you the hottest baseball game around! All of the teams 
and ail of the stadiums have been packed into this 
great game Check out the action next month 

Star Trek: 

The Next Generation 

I Turn & Burn: 

No Fly Zone 

X-Kaliber 






Prehistorik Man 

NEW NES 





Time Trax 

Mickey's 
Ultimate 
Challenge 

POWER PLAYER'S CHALLENGE 

Only the best game players around can make it 
onto this page. You think you're a hot player? 
Prove it by heating the Power Player's 
Challenge 

COUNSELORS' CORNER EXTRA 

Having trouble with the classic game 
Crystahs? This special two-part section in 
Counselors' Corner will solve any problems 
you've ever had with the game 


TITLES 

The Jungle Book 



If you thought this month s Super Empire Strikes Back codes 
were cool, just wait until next month! Look for more great 
codes* including the awesome 99 lives code! 





PREVIEW OF 

sum 

EflETROilD 

G et an m-depth look at the hottest 
game of the Winter CES. Samus 
takes on all of her old enemies in her 
triumphant return to the planet Zebes. 
Ii you call yourself a game player* you 
belter nol miss this game! 
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Isexclustve offer V 
FroxitKt . 
Wheat*®* cereal L 


Patnt end pefni 
imisfeet In one} Free ,• 
In the mill with ) 
specially method 
proofs of purchase i 


froot Loops ®* cereel 


Nintendo® R£ 
Sticker Cerd*. W* 
one free Inside 
peckeges of 


Money-savlng coupons on jm 
special Looney Tunes* 

Geme Boy® or Super NE5® ( - : 
geme peks from Surweft®** 

... only from Retain 

Bren cereel. (Save up to *5 00.} 


Apple Jacks®* 
cereal. Collect 
eft four! 


Cocoa Krispf**** cereal 


star Fo K m Gama Wetchl 
Just In time, end offered only 


























Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



